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What, no disk? 
Ask the newsagent! 
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WEDMndylVAdve 

G.B.j Krusty's Funhouse and many more! 



TIPPED! Assassin, Wing Commander, Legend 
\of Kyrandia, Putty, Dizzy and more! 
- PLUS! Win Indy Jones and No Second Prize 

'stuff! The Magnificent Seven Return! 
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SUPER STARS RETURN 
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OCEAN SOFTWARE LIMITED 
2 CASTLE STREET ■ CASTLEFIELD 
MANCHESTER ■ M3 4LZ 
TELEPHONE: 061 832 6633 FAX: 
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NOW FIGHT 
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Once again, the WWF* Superstars*unife 
for the Grand European Rampage* Tour. 

Join your favourites. 

Hulk Hogan,** Ultimate Warrior* 

and many more as they travel across 

Europe to square off in the ring against 

tag teams like the Natural Disasters* 

. and the Nasty Boys* 

Watch them in the squared circle. 

Follow them to the Grand Finale 

Match at Madison Square Garden in 

feb»- New York City. 

Test your strength and skill. 

Work with your team-mate to 

achieve the ultimate goal - the 

— „ — ■ « . — i European 

^™a» Rampage 
13 * J j a g Team 

Title 



vgil 




OFFICIft 



ATARI ST . AMIGA 

IBM PC & COMPATIBLES 

COMMODORE 64 



IRIO WRES 
•foERATj 



LICENSED PRODUCT 
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12 NEWS 

The World's gone A1200 bonkers! 
DID announce that its forthcoming 
sequels to Epic and Retaliator will 
lead on Commodore's wonder 
machine, as wifl Team 17's sequel 
to Project- X, And just look at the 
new, improved Zoo I on it... 

19 LETTERS 

Yes! Every letter of the alphabet 
appears in this month's ramblings - 
some of them more than once! 
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22 THE DIRTY (HALF) 
DOZEN 

Never ones to let an 
dea go before 
we've re -used it 
fifteen times, 
we reassemble 
the cream of 
•fc* British gam- 
^ ing for a bit 
of a natter. 




FIGHTER 2...69 

You've waited and waited and 
waited but now, at last. It' is 
here And - heavens! - it's actual- 
ly really good! Find out precisely 
how great it is on page 69! 




30 COMPO! 

Win Indy's hat and jacket! 

32 FANTASTIC I 

VOYAGES 

Psygnosis unveil the first fruits of 
over two years of experimenting 
with CD-ROM software. 

36 WORK IN I 

PROGRESS I 

Psygnosis' innovative beat-'em-up 
SuperHero and Virgin's strategy - 
based Dune 2 get the in-depth pre- 
view treatment. 



PSYCHO SANTA 
ON THE DISKS! 

Yes, it's true - a complete game 
written specially for The One's 
readers by Bullfrog, creators of Pop- 
ulous and Powermonger? Can you, as 
Santa, save Christmas from the evil 
Frosties? PLUS! Huge Cunship 2000 
and Doctor Who playable demos, and 
see Archer Maclean's Pool m action! 
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GAMES FEATURED IN THIS ISSUE 




ALIEN BREED 92 




THE RETURN OF THE MAGNIFICENT 

SEVEN.. .well, almost................. 



Take six of Britain's top programmers and arrange them around a 
table filled with food. Pour wine to taste. Now add two desert 
spoons of Haagen Daas icecream. Turn on the tape recorder and 
leave the mixture for two hours until it boils over... 



42 THAT WAS THE 

YEAR THAT WAS... 

Jn our awesome end -of- year fea- 
ture, nine of the software industry's 
mightiest figures reflect on the 
Amiga's performance in 1992 and 
their hopes for the machine in '93. 
PLUS! The One hands out its soft- 
ware oscars. and takes a sneaky 
peek at the very best of what's to 
come in 1993, 

89 CHEAPOS 

Six, yes SIX pages of cut-price 
action this issue as we round up 
the month's budget releases. 

115 PD ZONE 

Could you spare some change, 
please?" Down-and-out David 
Upchurch once more ferrets 
through the bins of PD-land in 
search of some free games. 

118 THE DIARY OF A 

CAME 

Potentially the biggest shoot 'em- 
up of 1993. Andrew Braybrook's 
Uridium 2 is now in its sixth month 
of development. How's it coming 
along? Pop along to page 102, and 

Andrew will tell all! 



122 PREVIEWS 

Combat Air Patrol, B-17 Flying 
Fortress and Dark seed are just 
some of the games appearing in 

The One's crystal ball this month. 

126 RECOMMENDED 

It's not often we reckon a game is 
really worth your hard-earned cash. 
To find out what we rate as the 
finest releases of the last twelve 
months and why we rate them, 
you need look no further. 



PSYGGYS 
FANTASTIC 
VOYAGES 12 

Psygnosis reveals two of its 
forthcoming CD-ROM games, 
Microcosm and Dracula, its 
first-ever film licence. Prepare 
to be well and truly amazed,.. 




ASSASSIN 
B-17FLYI 

bignose the caveman 
BombatairpH 

COOLWORLt 

CYTRON 

DARKSEED 



FATAL SI 
FUTURE W/ 

G0BLIINS2 
INDIANA JON 



KRUSTY S FUNHDUSE 

LEGEND OF KYRANDIA 

Ml 

PUT 

R0BOSP0RT 

STREET FIGHTER 2 

SUPERHERO 

TEARAWAY THOMAS 

TV SPORTS BOXINf 

UGH! 

WAXWORKS 

WING COMMA 



CHEAPOS 



REVIEW 



TIPS 



PREVIEW 



PREVIEW 



PREVIEW 



REVIEW 



REVIE W 



PREVIEW 



TIPS 




PREVIEW 



CHEAPOS 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



TIPS 



TFPS 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



TIPS 
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123 

100 

122 

90 

123 

74 

83 

124 

109 

32 

38 

124 

91 
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54 

76 

86 

72 

104 

32 

108 

80 

69 

36 

84 

62 

66 

64 

102 
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F1 GRAND PRIX QUEST t GLORY 
14.99 13.99 








VROOM 

12.99 



WHEELS OF FIRE 

7.99 



PREMIERE 
11.99 



CHAZT CARS 3 TITUS THE FOX 

9,99 9.49 



HEIMDALL 
11.99 



ELFTE 

10.99 



LOTUS TURBO 2 
11.99 



INTEHCEfTOfi 

9.99 




XENON 2 PINBALL DREAMS BATTLE ISLE 

6.99 12.99 13.99 



ISHAR LEMMINGS BLUES BROTHERS HARLEQUIN FIRST SAM a MESftLO UTOPIA Fib STR EAGLE 1 

10,49 12.49 8.99 12.99 13,99 11-99 14.99 



SCRABRLF 

17.99 



Gomes marked HOP will not work on A500 Plus, A600 orAUOO. Games marked N012 witl act work on theAUQQ. 
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m cwETnyCTioH kit 
»Co«*THUtTK5.NKrT3 

|.TUH(1 ME0| 

A3S41 JMH-4W3 

AHMMS FAMILY 11 HEQ| 

ADI E44GLI5H I'llSl 

JUM EMDLI5H |»2-1S| 

ADI ENGLISH |t 3-1 *| 

JUII FRENCH (11.121 

131 French ria-iai 

jun French cim*J .. „ 

ADI MATHEIHIEl 

ADI MATHEM21J1 ... 

A3* HA1HM |':i-li| 

ADVANTAGE "EnNik 

AGONY .... 

*iH PUCKS _.,..„..„. 

im ha supremacy 

tQUH*nf,*tLlta%lHVKf. Ni. wings 

tMmi*eo*iu«!N(»ioi*i 

■ LCN BREED, SPECIAL EUTIOn)i*1 MEG| 

AMNIOS 

4MCS GAMES CREATOR) 

AMOS iO' 1 R SQUIRE 5 AVG3) - 

4MOS CDWPILEB .REQUIRES AWOS. 

'UOS EASY |F AST ET^F-5 TO PBDGHAMMING 

AMDS PflC*E55ICHAL 

.MORE GOHPi ra vrRjinN of amO*) 

• NfiMrn wpuip 

APIHYA „,..,,,.,.,., 

taut- ::f;AMes 

ARABIAN hlGMTS INQ«2| 

AflCHEE MACLEA«SPOOL(N0121 

AHKANOID2 ... - 

AHMAL7TE |NO>2| 

AHMOUPGEDDON .„,..„___. 

IRUOUP-GEDDON 2 ..__,_.-.__, 

ASHES OF EMFBV, .,,.,,_,,_,..,,„.,.,,_,,_,,_,. 

amumji Meo) , 

ivin Minnif-A ASSAULT |N»<3| , 

« it n.™c»CR'TM»rwi it"!! !!!'!!"!!"!!"!!' 

1AHHAUIAS 3 |f>S YNHDM) 

ra than THE IHM 

■ATTLl MX _,_,_, 

BATTLE ISLE DATA ttSK ... 

BATTUE OF BRITAIN 

SATTLEHAWKS" 1*42 (N011) 

■ EACH VOLLEY (HOlij _..- - - 

BILLS TOMATO CAME 

SIRDSOFPREYM MEatrNOvJg 

BUCK CRYPT |1 UEB) 

BLUES BROTHERS - - 

BOKINB M4HAGEH |NLH2|. _ _ 

HHEACh 2 |ES»ANCED) 

BUNNY BRICKS IN012;, 

BU5P9ESS PACK IWOPDWORTH WORD 



■ 1**9 
3141 
.a 4a 
.21 JS 

.1**8 
l!99 
If 99 
.l*M 
.l(« 
li<» 
1*99 
1*99 
KM 
.1(11 
.10*3 

1."M 



1UI 

UN 

J* 

an 

.2199 
.14.99 

MM 
l»M 
.1«9 

IS* 

.14.99 

-.17.41 

...JU9 

... J 99 

.1199 

1-.1B 

73 99 

19-99 



am 

14M 
I M 

.1MB 
.14.09 
.11.99 

1CS5 
..49* 

14.99 

.14.99 
..4.99 
...4.99 
.17.B9 
14B9 



PftOCtUO*. «-*.P**AD I tnttHHIfT 

AND KDaTa DATABASE i(1 UEQ| MM 

CADAVER 4N01i| _... _ 1.99 

CAE5AH |N012| 1T.99 

CAPTIVE _ 499 

CASTLES 1 1 NC0)(<»0121 19.49 

CA5TLE5DATi.pSK.UOI? _.„._._„ ,. 1199 

CELTIC I.FGCNOS . 1*99 
CHAMPIONSHIP yiAMIR , , 13 99 

CH»«EH0mE(M0ijj UM 

CHUCK RQClt;hOi;| A99 

CHUCKIE EQO |NOl2| t.99 

-HUCKIE E3U i ;MUI!| t.99 

CIVILIZATION J196 



eOMHAI i:i AK^IL'S |HS STftKE EACLjE t hUH 
ATTACK 3Aie TEAU tAhKJEE) (1 MEO| |NOl2[.. .14.41 

COOL HtOflHSll MEQ| 1499 

COBIdPTIDNIWaCRDLLai 199 

CRAZY £ AFEl I 4.99 

CREEPEHE(NO1J0 14.49 

CRUISE FOR A CORPSE 1449 

CUHSE OF ENCfA-NTlA |ND>3| ,,,„,,-,,„,,„,,,.,.. .17,99 

CyTRON|NOI2| l»i! 

l>GENERA.1ION _, 11.49 

DARK QUEEN OF KPTHNl? MMt.. - H99 

nn.Uir PAINT 3.WITH*NIM*TlC«i , K » 

orium paini i,;imh:| 

l«AM MODE A aNWATION) SI. 99 

OlSNEr ANIMATION STUDIO I ' MEGl .94.99 

OCxJDLEHUO 1.1.99 

DUNE 14.99 

OUNQEDN UASTEfl 1 CHAOS 1 1 MEQ| 1449 

Df NA BLASTESS _ 1499 

ELITE(to013l 1499 

ELVlRAi- jAttSOFCERSE.mj5ll HED|{N012} 12.99 

EP1C|i MEC, 14.49 

ESCAPE FHOM THE PLANET OP Tl« HDHDT 

MONSTEHSfNOIJl) ..4,99 

EMPEUT DRAV^' 

IPTOHSEWHAL VICTOR m*WNG PROCBAM) 44.99 

irt04THlMH0LDtftcM«{l>TM» 13-99 

tit at the MHniarr'i in ueci .a.a 

•, f IHAt EACLt 1.1 Mb<;| I'.H 

Fli FALCON |NOli| 1499 

F19 STEALTH FIOHTER _ 14.99 

FAflLEI 1 FIENDS LEOEND OF KYR'NEKt |ND12| 12.99 

FAhTAHTK- WORLDS 

IHEALHS. PIRATES. MEGA LCMAXIA 

P^PL.CUS. WONMRLAKi; II MEUIINOIJi ... « 99 

FINAL COPT Z WDBO P»0CI*«fl r% .99 

F4EACI , •• H.«t 

nfWTMMKfftAi * 1*CA LO MANIA ,-HCnr, . ... ia.»» 

flames of fheeoom imidwinteh it 1 1 .99 

FudrtTSIUui.AT11fttmOlij Mil 

FORMULA 1 -SHAMS, fPu< 14.94 

FUN9iCMOOLl(l*| T.B 

FUNSCHOA1LI** 7.94 

FlffllAWCKOlljlW 7.99 

FUN SCHOOL 1 «-4) - - 11.14 

FUN SCW04JL1 JS-ij _ 14.99 

FUN SCHCOL JiT-'i _ 11.99 

FUN SCHOOL A (** 11.99 

FUN SCHOOL 4- (5,71 11.99 

FUN SCHOOL 4 (7.) 15.99 

FUh SCHOOL SPECIM. i MEHUNS MATHS |T-1«| 11,99 
FUN SCHOOL SPECIAL . PA IT N CREATE 

EC4KAT10HAL AHT |S4| ..11.99 

FUN SCHOOL SPECIAL ■ SPELLING FAIR (T-1JJ 11,94 

FUTURE WARS INOI2| >„ ..9,99 

GAUNTLET 2 (MD1J) . ,., ,_,Jj9» 

OAUNTLITI ...... .. ....... lp.l* 

OHaUll -N- aHOiTS INDlih 9.49 

OOBLHNBJ} .17.19 

OODS 11.99 

GOLDEN AXE _,-.,_,-,,.... ....I.* 

GOLF lOCEAkl iNOIEl ..... 11,99 

GOLF miBUO CLASS LEADEHMAPlD 1.99 

GBAHAMT.¥LOfrt*lJcctlkMAW«E« 10.99 

■ imnkho Taxi ii y«a> ..Jtjt 

HAKL.EQUM 12.99 

HAK9O0Nlll.il 22.91 

HEADOvEfl HEELS ..S.99 

HEAD TO HEAD jNOUn 2'. 99 

HEMDALL|I MEOji'NDIil V.99 

HEPOQUEST* DATA DISK. INOUl ..11.99 



HITCH «KERS GUIDE 'M013J .. B w 

HOAlfWOOD [JDLLECTION (ROBOCOP. 
OHOSTBUSTERS 2. INDIANA JONfK AtrlKlN. 

BATMAH THE "OVIt) B*j"C*l •■•» 

HC4HB ACCOUNTS 3 iT-"4 

Hour Al«>.f INUIII ...11.14 

MOO*, „ 1"» 

hi.im«ns.;n[]ij, ll>.«* 

Ik. S.» 

INUItNA JDNts ADVENTURE 1 94 

mia*hA JdhES I ULTOh |FATE DF BlUNTDTI IN012I IT.4* 
INDIANA JQNES 2 ADVENTUHE 

HATEOF ATLANTISl|NQI2l 21.91 

IND7 HEAT (HX313) li.9» 

INTERCEPTS RENEGADE LEWWI |4MJ INQ1I) 9.0» 

INTEHNATIOX RUGBV CHALLINQf 4H014 '•'<* 

INTERNATICNAL SPOB"3 CHALLE9K3<4Nt>iah 19.** 

ISWAR i LEDEHOOPTHE FOflTHEAt .. 1(J» 

JACK NICKLAU5 GOLF ,4J* 

JAGUAFXJEiOMMEG) ,..„. „„„.. MM* 

JAMES POND ;H0 1 2l ,_,_„__.-,,, Mi 

JAUE5 FOND 1 HOBOCOO T(.» 

JETSET WlLLTlXOlSJ !■*» 

JIMMTW™it*tN(»*e» 14.1* 

jin«t»h p»e*ieLL*i - 3.4» 

.IIIHI. HADDEH'S (U.S.) FOOTBALL 'B.» 

KCfi;N0l2| 11.19) 

KICK OFF * EXTRA T«E DISK (NOPl , 3,1* 

KICKOFF fi'1MEQ||NCI!| ... AM 

KICK OFF 2 PWAL WHISTLE ,;N01 II BM 

KICKOFF 2HI4H15 0Fll?ROPt .;NU1I( f j; 

KICK OTF 2 BETUP* V* IUA6*I (b*13( T.4* 

KHT" C*P IwtHMHOTACTlCSiNOU, . ..I.H 

KKKOWJC""") -...M.4» 

KIDS rrpe .'.irilliH WORD PROCESSOR 11.49 

kind wopids s nana processor ss.t* 

KNH1HTSOFTHEWYJ1 MEQ} ....,93.11 

LEAHDER UM 

LEA.'-»ER GODDESSES (N01 1). ... 1W 

LEGEND ij y 

LEGENDS OF VALOtin (HOIlk 2199 

LEISURE Sli'TUHHV 2 iHOlili IIH 

- IS* 

2INOI2I ... ,„ ,39,14 

__ DATA DtBK ■ OH HOI ,.,,,.„ ■• B M 

LETHAL WEAPON; I ffH', ,. -I*** 

LOMBAAO HAC RALLT *» 

lc-™s*sphiT tURiO CHAuJNOJ- iNfllil ... .1M 

LC-JSTU*«»eiiALJJll*9l3|N«12: 11.49 

L0TU4 3-n«99^C3ULLfNQ*i1 U£C| |»Dl2|1649 

LUREOf11pITlJI9»TI9|lJHlUeii) 11.41 

MMKPOCKIT* 1*J» 

MA« »*CHLM ISTOSM UASTEFI. DRAGONS 

• l*lJ*™.OW|«it*Ol r AP.BOflEA|!ND12| 1S.11 

mahcheste » united Europe 12.4a 

Mc0ONALBSLAm>|NO12l IT49 

UEOA 9#OHTB (SUMMER QAMES 1 1 2. 

WNTEROJU4EB) 0*012) ,.,„„„,„- .1*4* 

MEOA TVH»S (MOID. ... 14 J* 

MCRO ENGLISH n TR* TO «*« 

CONrOBM* TC>NiTlC«*L CURRICuLuUt 11.49 

HPC*0 9Hf*C» OMEBiNNEfl TO OCSC. 

C0NPOP.H9, TO NATIOUU. CUHHIDUILU1) I E.M- 

MCnOOERMAN l&EGINNER TC-5C5E AND 
BUSINESS LEVEL 

CONFaHMS TD NATKJttAL CURHICLLU") .. 1(1* 
MCflC MATHSl'l ft<S TO GCST 

CONFORMS TO NATIONAL CURRiCllUp»). 1(.*» 

WCflOPROS! SiKKUf U.4t 

MWHHIHTntiWTAiCtlMClill 1-4* 

„.„„ 12.4* 



MHI Of F|C£:WORD*R0CES5OP SPREADSHEET 

ija i »i st <,md liI5»-: utilities; , in?5 

UOttSTER PACK 2 (KMJLHG GAME BHOW. 

AWESOME. 9EA5T 2! INQ12; ..,- ..!«.•» 

MOTQHHEAO lN012f _._,.., .1«* 

NEW ZEALAND STORY _,—._._,,_ M* 

NICltY BOOM 14.4* 

NIGEL MANSELL'S »mi n CHAUPKlHSHIP 1 94* 

NODDY'S PLATTim ;ICBJC*TIC*IAL 

PBOGRAW PC" CMILOHEh ACuEDl*)."! MEG| ...1T.14 

NUCLEAR WAh M* 

PACMANUIHIJ13) 9.11 

PAOiHTTfll J.o DESK TOP fUBLISHINO 34.9* 

PANO - »■!» 

PAN2A KICKSOKINQ |N0"2- T.t* 

PARASOL STAFB _ IE.W 

PENflL WORD PROCESSOR 5'..95 

PERFECT QENEBAL 22 99 

PERFECT f.ENERAL DATA DISK 13.19 

POATOUROOLFt COURSES !9<V 

POA TOUR ODLF COURSE CHBAt ,......,,..,,„,, .,,.11 M 

PINBALL DREAMS I' MEGl ., ., 12,19 

PiNBALL FANTASIES , - „,.„1T.t* 

player makacep iNOnh M* 

POPULOUS ISWCn-Y 19.4* 

POPULOUI 1 11 mtOi * tHALlf H3£ OATA LHSK...21 .4* 

P^UL04i**CH*LLB«OiO*TADIS*; 11.** 

pOif I* UP KMASE H O TUFlRICAK f. OUT. 

ALTE»£D BEAST RAINBOW IS LANDOHNOP) 919 

POW.FJRONIFT ..„ 3.19 

POWEflMONGER.'NOIll 19 49 

POWEflMGNGER WW DATAD4SH :ni.U| .1149 

POWEBWDRKS 

(MAXIPUW PLUB, SPfll AoSHttT, KMb WORDS 2 

WOf«PflWIt*».PtWUeiT**AaE)|l«P> ...39.49 

PnrUirP. UANA43ER 1141 

mmnlJE H.H r 

pbiijCE Of PERSIA (1 UEQ| _ 9*9 

MNO TEWhtS TOUR 2 I*.« 

PPIOJBCT II |1 M£fl) I*.« 

MUTEST i/EBSION I 3WORD PROCESSOR .. ..39*9 

PUSn-OVEH 1CN 

OuESTAGLORV (BLOODWYCH, HWVfTER. 

iAOAVEfi, BAT||Hai2| 139B 

OUESTRON 2(5SI||HOI2| 4 99 

AA0J4A11OKCM011) 2119 

ftAILROAO TYCOON 1 1 MEG) UK) 

RAINBOW COLLECTION 
BLB9-E BOBBLE. RAINBOW RSLAWO*. NIW 

ZEALAND STORY;, (<»OP) .. ■*** 

RAMPART (K01Z, 1**1 

ftAVma MAD IMEGA TWINA, JAMCt P4NC t - 

flOBAJCOD, RODLAND1(N012I 1*** 

RBI BASEBALL ?.;h0Pi 1*.** 

REACH roR THE IMttWU) - 1*** 

b«k OANrirnisii* iNOilh .4*9 

«CJ*lU*H,*l01ii - 1*49 

■e*OCOPl|NOl2t I'M 

HOME 41 MEB|i|H012j .. 1949 

RUGBY WORLO CUP (N012) »,,.,„.„„„.-„„ ,T* 

SABRE TI4N 15.4* 

SCRABBLE DB L1FAI 1T.** 

«CRIB9KlWYjPU>M«:l»S09l 24..M 

McKtT OfUONKtv ISLAND r MtG, IBM 

ttC*tT Of MONKE Y IBLAND2 23.** 

J4MSIBLE SOCCER i 42.HJ SEABONI IB** 

SHADOW OF THE BEAST 2 WITH BMIHT . . »,*» 

SHADOW OF THE BEAST 3 lf« 

SHAOOWLAADS 194* 

SHADOWORLDSINC12; „ „„,„■■. ..16** 

SHOOT -EMHJPCONSTFIUCTHJH KIT iNOlil T.** 



smutti,f:;noi;i iu| 

MIBWT StrWKI 1 II MtO) (HOP) ■- • 
«MAnTgH«i» .. am 

SPAC4E CPvSAbE I4I013) 1 2.M 

SP»« CRUSADE OATA DISKING- i| ..11B 

SPACE OUN1WORKS WITH TROJAN 

LlCHT PHA2ERGUN|iH012l 1CJBH 

SPECIAL FORCES 2291 

SPIRIT OF EXCAIIBUH ll MEG1.NDP1 .191 

5TEVE DAVIB aNOOKER; 4 H 

STORM MASTER I * f 

STflATEGV MABTEHE 

(POPULOUS. HW4T1=H. SFWfl OF IJiCAJJBUPI. 

CHEB43PLAYER 21 5*. DE1PIPIC-SI |NO>2| 2099 

STREE'nC*IT!PI2(N01ZI ,. „ H* 

ETUART PCARCI't*«CCI*IUlJCTIOH't 

(KICK OFF i NUOtOPROU SOCCUt HAVHCHCtTEl 

4MTID. IfllFlNATlONAL »«X**I |NQ,I2| It,** 

rnmTCAnfiA£fK«i*oi« 

•U«PlC:UH*(N<SP| ....7m 

HJP*FlH4M«oh ft. 

tUPlP, H|NO (•*"> 1*.«1 

SLIPiBEUACV 1* 91 

*W4TC«SLADE * IW012J .711 

SW-VINOPl 791 

SWORD OF SOOAN|NO>2| . 199 

TJ4LT (API, HMD BNMH', TOOBIH. 

ORA&ON SPPRFT. AYUOTSIRlCPt »P*| 

TAKE 2 ANIMATION PROGRAM lANIMATEt 
»irrunlt BBAWN m MOST A*t »a£KA<SE*|. ..am 
TlAMYiWKit 17JBH 

THE lost treasuresof INFOCOM 1 

, j: .:laSBiCi«F0C0M TITLES; PHOi2', 27.9* 

T44U940ERHAWK 199 

TITUS THE FOX 1* 

TRODDLEHS .1*91 

TROJWI ■ AUEX ILXiHT PHAIEB OA*14l| 19* 

"TROJ4N -CTfltR ASIAIRT ILlSHTPKAjeR SAM*|»*J 
TI*DJW-raMtM|ljQ^«4HJv2jDtCA<ll:| 1*1 

rROJA«4n4llN»04*SI»(llOHlpHAl(ACAy|.: 9*1 

tubriCaw;niii?, lh 

TUHfllCANJiMjlti 

TV IWtrnt MM lll . (UQi f< 

TV tP0*tT* FOOTBAH PDl¥\ 

UtT4*(J|B(N0ltl ., 14LM 

ULTBtMnOOLPMlS:. 

UtfVtPntAI. MONSTERS (NOl il 1*.** 

VTCHU _ 11J* 

UTOPIA NEW *QHLDS DATA DtBK - 1C.II 

VROO«|N012| 12.991 

VR0OA1 DATA nSK(ND1!| 1MB 

WALKER |NO-2| - 1149)1 

WHEELS OF FIRE IHAHD DR1VIN PDWEHDR4FT. 

CHASE HO, TURBD OUTHUNI |NOI2| 7 99 

WILD STREETS |N0 1 2| 799 

1)12 KID ... 1*91 

WIZARDRY 1- bane or Tin ::c,';mi:- roHOt Jhl^I 
WIIAROtlT T ■ CRVt AOIA* Of THJ DlpK *AU4HT...Z.f 91 

WOLFIJKIIO 11.** 

A'IIIIUYlCitlt«Yl.lE AUIGjt SUd PLUS WORD 
"■ROCESSDR ISPECIAL ENHAMCED 3 MEG VERSIOK 

WTTH 1 MEQ UPGRADE FOR A5HIP1 T9 99 

WaRDWORTH V I .IE AhHCAWKWORDPROCESSOP 
(SPECIAL ENHANCED 2 MEC, VERSION WITH 1 111. 

JRGHADE FOR A4MI t**9 

WOnnhii^PlMwuHnpflo«»W|iMtGi . ,T*H 

WUfWHlSlLINSlNlllSl. 11**. 

ww> WRESTLING 2(1 MEG) 11*H 

KC v:in 1 MECAE.A3T .11*1 

ZAKUCKRACXENINOHI 9 9*' 

ZOOLi'IMEOl IBM 



MISCELLANEOUS 




EXTERNAL 3.5" DISK ORIVE FDR AMIGA Willi 
SflHY.CITTZEH DFMVE MECHANISM. CMJIET, HIGH 
i5uAI.iT*, SLIM LINE DESIGN ... . ,44 W 

C.VR Ex* UFO AMICA RAM FXPA4JF5ION (SIMMS, 
FIT IM 6VP HARD DRIVE TO CH.ft.UC> *M>GA BY * 

MLCi OH 4. MLG HAM.. 
499.99 



POWER SCAN HAND SCAT, NLH "JH AMIGA iVER9KJ*l 

lh TRUE O.HFY SCALE, 1UO-4KCPI HNC-LUDLS 

SOFTWARB) BS.« 



QVf HDB t tH 
MEGABYTE 

AMr.* J,S04) AMD A5» PLUS HARD MIVE ISERIES III, RAH 

■ii ih '.-■■:■. w with i iUANSic* c ;\ ots eamndabi f no ■ 

MEG, 
MEMBERSHIP 

nut 



\ 






«»FM4PH CONTROL DEVTHE 

FOR AMIGA ASM OR AMO 

PLUBISTtELMCAIITOFl 

STAND WITH EXTRA SHELF FOR UTtMUL DHKIM9JVE 

mO ACCESSORIES. PLUSCABUHG FOR EASIER 

CONNECTION OF JOYSTICKS AND MOUSE! 

HUN 

M*4TT10L«NTRtJ FOP ANH? * ASM |STEEL MDNITDH STAND WITH 

EKTflft SHELF FOR EXTERNAL HS*! D*WE A*IB A43CESSOHIES. CUSTDM FIT 
FOR THE ASOO) 34.9S 

SOUND EHHANCtfi F4Jfl AMIGA 

— " (BkKkete SOUNDJ 



3A.D1 




SC'REENBEAT STEREO SPEAKERS FOR AMIGA DR 

PC, FPEOAJIHES *4* BATTER.IES OP MAi«S ADAPTOR 

□LSItiNLD SPLClFlCALLV FOR COMPUTE.RS. 

IhCL JDISC MOUNTINLkS FOP 

ATTACHMENT TO MONITOR. 

11.96 

MAINS ADAPTOR FOR SCREEhlBEAT 

SPtAKLF-RS 7.B4 

MFGAUIir MA3TFR S4J4JNC1 SAMPLER 
RM AMIGA (1 MEG) 



I 




SQUIK MOUS* FOR AMIGA 

OR ATARI ST 

TUB 



U 



TECNO SOUND TUFllO 

SOUND SAMPLER FOR AMIGA (INCLUDES LEAD FOR 

ATTACHMENT TO WALKMAfD SCMAN AND REVISED 

lUHUAL). 

27. 9S 




•LCIYDPLLS AMhSA FAMILV C0MPENC4UM IKAOWORPS 

" WnRD PHGCESSDH, J4HMY WHItfE. SNOOKER ZI W D C K 

JOlfSTlCK. PJST rn'.Ffi FILE ADI5K, HEAD CLEANER, i 

iLANK DISKS AtlP HOUSf UAT| 47.** 
T€CN0PmSFXTER4JAi. D»SK DRIVE FOR AMIGA WITH 
&OOS ANOtHSDBALL J 1 MFC UNFORMATTED 
CAPACITY. NEAR SILENT OPERATION. HIQU-TEIM 

SLIMLINE DESH544 AND LbNCHER CABLE F0F> 
CONVE4JIEf4TPC5UTlQNIliOHYCtl3MFU-rEH BS.n 

VID4 AMIGA 1 2 [CAPTURES COLOUR IMAGES FF40A1 VIEW 1 
MACHINE OR CAMCaROEH LOMPATIOLt WIT>4 I ARC Z. ULLUK'. -T\ 
PABHT A AMD MOST AHT PAC KAGES I 94.99 ■ ' 

ftm. m Si 

2TYOEC STEREO SPtAKtflS FOR AMIOA OH ATARI ST WITH MflBttB*"" 

RI..ILT.IN AMPLIFIER AND VOLUME CONTROLS. 34.34 

1 MEGABYTE AM*) PL .IS RJUI UPQRAUE ITECKOPUJSI - .34.9(3 

1 MiCiARVTE AM« MM LNNJjRipp WITH CLOCK 4N.B9 

51 2*. AM*A RAM WITH CLUCK FOR A50G AND AiOfrt , „ , Z1.M 

Vik AUlC.4 HAM WITHOUT CLOCK FOS A500 ANC A5D0* 1S.M 

ABOl AM46A rWITH FJARTl J1SK flAM EXPAMSWN 

(GENUINE ITEM WITH CLOCK. PLUS BART SIM»*0rt OAMC] MM 

CLEAWNQ P^T FOR COMPUTERS (INCLUDElSVACLlUMl If.M 

DU*T COVER FOR AM* 4." 

DUST COVER F(M MOH1T0F, ICLEAR PVCt „..., 4.W 

HI-FI LEAD FDR AMIGA OR ATAFM ST (STANDARD PHHM40 IMPUTl J.B9 

M&NITOR LMD FCW pMHuA TO PHIUPS C*AU<I3 MK 2 MONITDR 7.99 

REPLACEMENT AMIGA POWEft SUPpLV J7.M 

*HF SWTTCH FOR AMIGA A"ARI ST OR COHSDLL 3.9* 

SCAPT LEAD FOR AMIGA TO TFI.FVIS40H WITH SC APT INPUT .*.« 

TILT ANC SWIVEL MOWf OH STAND (FITS 14' MONITORS AND TV 3) 1*,f* I 




YSTICKS 




L 0279 600204 FOR A FREE COLOUR CATALOGUE Special &*<e4,V4 



am&sCfuB 



LOOK 3 SK3MARAV JOYSTICK 




CHEETAH 'ALIEN 3' 



CHEETAH 
'BART SIURSOW 



CMFFTAHeUQ 

JOYSTWK 

I3.» 



COMPETITION «) 

EATFtA JOYSTICK 

{CLEAR BASE) 

IMI 

COMPETITION FHQ 
STAR F.JTHA 

I US 

FREEWHEEL STEERING 

WHEEL (DIGLTALI FOR 

AMKiA. SUITS MUSI 

DRIVING QAHES 

SUE 



GHAWS JOYSTICK 'OH AMItiA Oft ATARI 
ST WTTH FO AU PAODED CHIP 
ADJUSTABLE HANDLE TENSION AND 
FHOCHAMMASLL FIRE BOTTOMS 
23.99 




aUdUOt FOOTPEIML TRANSFERS ANV JOYSTICK 
TO FOOT PEDALS. IDEAL FOR FLlCM '■ AND CAR SIM S 
COUPATIE-. F W - - MOST iVIGA AND ATAF ST GAMES 



QUICK JOY 
JET FIGHTER 
JOYSTICK 

11 w 

auiciuovoji 

JOYSTICK 

ihcroswitchedi 

UM 




X 



a LUC KJO Y TOP STAB 

JOYSTICK 

1S.W 

CUKKSHOTUtA 

TUH6D 2 JOYSTICK 



NEW AMIGA 1200 



DUItKSHOT 1ZT 
STAHFlftHTEH IREMOTE 
CONTROLLER WITH TWO 
INFHA.RED JOYPADS 
2S.H 



PRINTERS 





»Jtt 

a M 

"S NfW AMIGA 1200 

1<« «_ , ■ 

229S 

if I ILhA't M I WJO0 

III! 

114! 

HESTER lmf . -• - - ~ ■ ,' , , , 

M r I I I 1 I I I I I I I L-L I I .|l-M-kil 

7.M /*— i i i i i i (■^^TTia mm 

«» , ! ^J,r i i r l I I I I i i i l_ ik ■ . yi.\ 

-B,' ' ' * jaP< ' Vu 

T.Ft 

9.FI - ,^ 

WITH 6SOKI PROCESSOR MOUSE, BUILT* TV MODULATOR, 2 HCG HAM 
EXPANDABLE TO 4 WO. WORKBENCH 3.6. 1 YEW IN-HOUE SEHVICE WARRANTY 
2T.» . WANT AMIUA TTTUM ARE MOT COMPATIBLE) 

.. I« FORMULA 1 LIHAND PRIX 

••",'5S MFMBE-RSHIP 

. ... UV3 

, : ALL HARDWARE PRICES INCLUDE 

E^l VAT & CARRIAGE TO UK MAINLAND 

7H 

1tM 

WIN £2000 WORTH OF PRIZES IN THE BIG 
::-lg COMPETITION! FULL DETAILS 
-Z IN THE NIG CLUB ^ 
; -"is MAGAZINE! ^^^ 

to fV\ 

wesson 

4» 

t.n 



QUICK5HOT lUF 
MAVERICK 1 
JOYSTICK 
ISM 
UUICKSHOT 
13JF PYTHON 
JOYSTICK 
MS 

OUIEKSHOT MS 

INTRUDE H ■ 

JOYSTICK 

22.99 



OUICKSHOTiS'i 
AVIATOR 1 
JQV5TICK 



SFEEDKIMG, AhALtKiUL JOYSTICK 
FQH AMIC.A (FOR PHOPQRTIOHAL 
CONTROL OW SUfTABL.F SOFTWARE) 
13.H 
SOUIK HOUSE FOR 
AM*OA 
OH ATARI ST 
12.98 

MAK3M* MOUSE FDR 

AMIGA OH ATARI ST 

WITH OPERATION 

STEALTH 

ZrDEC TRACKBALL 

tun 

TRQJAMAGHT PEN FOB **»M WMF* 
WITH DELUXE PAIN r 3. ULLUW PAMT 
OTHER MAJOR ART PACFLAGE5. INCLUOL& 
KWIK0SAW DRAWING PRCGRAh" 
DHimiKK. 



> J CANON BJ-10EX 
- aUBSLEJET 

NOSTZLF BO COLUMN, B3LO OPS 
2L»1 WHAFTFONT.I YEAH 
WARRANTY. A SMALL PORTABLE 

PR UTER, VERY OUIE1 IN 
OPERATION YET UMNO 
OutSTANOINO PRINT QUALITY. 

PRINTER LEAD 
MEMBERSHIP 



CITIZEN 224 

WITH COLOUR KIT M WN, Vi 

COLUMN, I920PSA4L0. 3-LQh 
DRAFT FONTT, 3 YEAR WARflAMTY 
2* CM UTTTER OUALITV PAINTER 
WITH EXCELLENT GRAPWCS 
PABILTTY I3CDXJ60 LW!|. 
PRINTEH LEAQ 

w 






CITIZEN 240C 

WHM COLOUR KIT. M FIN, « COLUMN. 
SWCPawiLa, SLOfl OAAFT FONT, 1 
YEAR WARRANTY. ADVANCES 
WtHMI OF WF WITH ALTTDSET 
F1ATUM AND LCD CONTROL PANEL 

PRINTEH LEAU 

MF MBERSHi^^^"^P^Fj 



CITIZEN SWIFT 9 

*nn COLOUR KIT PW, M COLUMN, 
mcpartSMLD.jNtfm draft font 2 

YEAH WARRANTY. A ■« PIN FHINTEB 

Wlt» COLOUR PACUTY AND FWU 

PAJ>E<1 HANDLING FUNC1IUML 
FWMTEH LEAD 
M«MKF»SHIP 



INKCAHTRIDCiLFC-HBJlJLJ. . 

B.HRrjm |CCILPUfl| FOR CITIZEN 5WIFT g, 11 2X 2M OR 240C 

MIHN [COLOURS FOR ST AH LCiTSlJ 

FMHOH FOH CITTfEN SWIFT Jl, 11* OH MO 
RIHBOMFLWCniZLN SWIFT -SOB <»LW .,, 

RIBBO«J FOR STAR LCH , 

RIBBON FOR STAR LCJiM 

HHHMIN FOR STAR LCJ*-» ■ 

PRW-EHLtA3l*AftALLtLiF0HAy|W ATARI 5T 0*t PC 

DUST COVER FOR BO COLUMN PRINTER (CLEAR FVC) ., 



U.9P8 

.1AJM 

1l?.» 
. .<:■» 



..T.M 



TROJAN UOHT PHA2ER CiUH FOR 

AMIGA WITH SKE ETSWOOTAND 

ORBITAL DESTFtOYEH LiAMLS 

IOTHER OAMES AVAILABLE - SEE 

"TROJAN' IN AMIGA SOFTWARE 

LiST) 

nil 



HAT,.,, , *."» 

PORT ElTEHSfiH ADAPTOR FOR AMKM OR ATARI ST ICHAN.9E 
JOYSTICKS WITHOUT NEEQIhC 1 D REACH BEHM0 COMPUTEn) B.» 
HOBOSWFT INTERFACE FOB AMIf.A OR ATARI ST 

(PLUGS MOUSE Di JO TSTIC K INTO ONE PORTl Il» 

fOURPUYEH JDTSTKK ADAPTDH >UF WWi« VUMfl\ S" ,.,...JM 
JC^tTJCKIXTI»BBC4BLEFCn*llCA0RATVlfllKTiaHETRIS| «.» 



FOR A FREE 8 PAGE 
COLOUR CATALOGUE 
RING 0279 600204 

PLEASE ORDER 
EARLY FOR X-MAS 



DISKS, BOXES ETC 



■ n*«w ■**IX W*K BOX J,5" 

maanni nb«ki (») stackable 

^ "^ DCLUXE DISK BOK 

^RT^ t . if CHVIDCRI •*■»»_ *" ■- 

1UI 
D|*K10XU-(1< 

CAPACITY I 1,*» 

DISK BOX ) 5" |1»t LOCKADLE, 

omctRS t,H 

DtSK BOX M" 1*01 LOCK ABLE. 
DMOUtS ,1M 

3.4 DISK MEAD CLEANER 3M 

T. PACK QDLD5TAR 5JB USDD DISKS 

GakKb-rjoUSbir ff.TPl.MWi * »» 

19 PACK GDLD5TAH »2S" HIGH OfMSTTY 
I Mj^HO DISKS (1,3 MFC. I . . 3.BO 
C-K OF 20 J.S" OOLDBTAR HtfiH 
>IS|TY DISKS WITH LABELS 15.B9 

3 ,S' GOLDSTAR 3.1" DSDD 

HUH DENSITY VERBATIM DISK 

DISKS (1 A MB) WITH LABEL 

HpMah 6tp«ich 

I LABEL i 

WITH LABELS 22. » 

FACK OF1 H TDK 3.S" MFJDO DISKS 

gpwni 

B.» 

PACK OF1fl TQK 
JS'MF-SMDDISXS 

HHIMMTI 

13.B0 

■nhT-MMBulH Lh) fl^litmiilXtat: X Soulti Bloct, Thi Mill«igi, 
i»wtidB«"«irtli Hirt* CM11 BPO <rt«»<i«li!y. «air* g*m« miy no) v«1 
btrimud PIimb ptiDn» fcikw on 02?ft MMO* lor llMAtifllllll t l l ll 

■nd ifiDefc-lvtlfeFbJlRy. Wi r*urH<1he rijht la clung tprlcH and oHnn 
wtltMLiI prlw "ioD«te«!kim. PtM** ring) <oMll*Fl' talontiilliin. E.S O.E. 

■T^^SSSt^^SSFr^RUT^C^tfJOpSt^^L^OIS^ 
I THeTe^sJrtCHMwIofS REH CwXeOMTeIePWNED ORDERS 1 

■ iPLEASEWUNT IN BLOCK CAPITALS! SKV M 

I ■ 

E Nanms- ■ 

■ AjtMnesa I 
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IVe onfj/ supply rtlEWrfiSr* OLtf j/OU C*n Offer 99 yw join. 

ANNUAL MEMBERSHIP: UK £6,99 EEC IBM WORLD £1 0.99 



F'cslcode 



P**>ne . 



Machine 



The Special Reserve full colour 48. page club maqaiirtf NRG is 

aenl lo s II members bi-monthly. NRG features lull reviews 01 new 

games plus mimi-rBviews. new products. Special Reserve charts. 

Release Schedule and hundreds of special Offers 



I Enior memliftrsnip number (if spphcablBi or 

I EEC eiO.WWortd 



jflgm 



&&fP. 



«> 



PLUS - EVERY ISSUE CONTAINS 

£30 worth of money-off coupons ^ 

to save even more money off our amazing prices 




NRG also contains competitions to win EEtEs worth ol prlas. Currently on oner is a 
chance lo enl« THE BIG COMPETITION in which Fiisl Prii* consist* Di an AMIGA. 
SUPER NES AND A MEGADRIVE y»S all IhhH! There are S SUPER NES's and 6 
HEGADHIVEs <..p lor grabs to the lucky runners up 100" Closing date; Feb 23th 1993. 
We sell gemes and Eiccesspries, fill at amazing price*, lor Mogadrive. Master System, 
Game Gear, Super NES. Gameboy, NES, Lynx, Amiga, Atari ST, IBM PC and CDTV. 



ALL PRICL-S INCLUBE UK PqSTAGE a, V*T 



Zhetfi&P 


rjj'Aooess'MasiBfcariiSwtetv'Visa 


Switeh b*j« No 





































Cnsdil card 
I expiiy dale 



.SijnsuKe 



Best Service, Best Prices, Biggest Selection 

120,000 people have joined Special Reserve, so don't delay, join today! 

You can phone in your order or use this coupon > 



'Cheques payable -o SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM21 9PH 

Oversea* QrttvrsSurehargc fEC at WortH): Software orders 

pisaw *dd £200 p*r Hem. Non-sertware Items plsase add 

2$%. Hardware Ham* supplied Id UK mainland only, 

Qvfrtpat orders must tie paid by credit card, 



COVER DISKS 











LOADING YOUR 
DISKS 

{1) If you intend to play Psycho 
Santa, you'll need to remove any 
extra drives and/or peripherals. 

(2) Select the disk you want and 
stick it in your disk drive. (Sony, 
can't think of anything amusing 
- you lot never read this bit any- 
way, do you?) 

(3) Turn on your Amiga. 

(4} A menu will appear from 
which selection is made hy press- 
ing the appropriate function key 

(5) Then, as Brian Cant used to 
say, P-L-A-Y, play, play away, play 
away, play away, play away (or 
something). 

SPECIAL NOTE TO 

A600HD OWNERS 

Due to Psycho Santa being so 
excellent and a El that, you'll need 
to perform the following easy- 
peasy operation before the game 
will run on your machine. 

(1) Reset your computer whilst 
holding down both mouse but- 
tons, 

(2) When the Boot Menu 
appears, select Advanced options 
from the bottom of the screen 
and the display should change to 
a list of all the connected drives. 

(3) Change all the 'Enabled' icons 
to 'Disabled' (by clicking on them 
with the left mouse button) 
EXCEPT FOR THE ONE THAT SAYS 

DFO*. 

(4) Select USE' and then click on 
DFO. 

(5) Insert your disk and the game 
should load- 



PSYCHO SANTA 



Bullfrog Productions 




Oh nof What's going on? Nasty Jack Frost and his 
evil cohorts have had enough of the festive sea- 
son and are now, as we speak, heading towards 
the cluster of -cottages situated in the quiet village of 
The One. There are si * Streets in this sleepy suburb, all 
of which require a good dose of Christmas spirit from 
Mr F. Christmas before The One Team can pack up the 
issue and clear off on their Christmas holiday. 

Dave's already packed his trunk* in readiness for his 
two-day break in the Bahamas, Gary's intent on spend- 
ing Christmas with his loving family (a bit of an old tra- 
ditionalist is our Gaz) and I'm hoping to be on the next 
National Express 515 to sunny Bournemouth for a good 
deal of drinking with my real friends. All we need now 
is someone willing to play the part of Santa... 

NORMAN BATES 

Press the FIRE button to cycle through the on-screen 
messages, grab your trusty red pyjamas and jump into 
your sleigh because there's evil in them there hills and 
no mistake, Santa's vehicle is controlled with the joy- 
stick and he can be made to throw lethal snowballs by 



pressing FIRE. Be careful not to come into contact will 
any nasties or the houses otherwise you'll lose some < 
the Chrimbo energy that Santa is initially tooled up with. 

The amount of energy that our rosy-faced saviour * 
currently left with is shown in the bar to the top right 
of the screen. The display to the left of the energy bar 
reflects how fat our Santa is, Yes, knowing how 5anU 
loves to stuff his fat face full of grub, the evil Frosts hav* 
chucked a number of edible items about the place arrf 
if F. Christmas bumps into one then he'll not be able te 
resist the temptation. The more food he eats, the hard- 
er the sleigh is to control and if Sants becomes too fat 
he'll explode! If there is a short period of time during 
which Santa eats nothing then hell, erm, how can I put 
it, 'fart' out some of the excess food and his fatness fac- 
tor will decrease slightly. 

To the left of the Fatness Factor you'll find the Power 
Up meter. By killing the Snowmen that drift about, th «. 
meter will increase and in the process speed up your 
rate of fire and, if it's really high, enable Santa to fire - 
both horizontal directions at the same time. 

SIMON BATES 

To complete a level, Santa must fully restore a certain 
amount of houses to their former Christmas glory with- 
in the time limit which depletes with alarming rapidit* 
across the top of the screen- To make a house all Christ- 




mm.<: 




COMPLETE GAME? @<- •(»%©*& *«r%*H! 

We've really surpassed ourselves this time. What with a complete Christmas game 
specially written just for you by those lovable Bullfrog geezers and THREE finest- 
quality demos, you've got to admit that we really are too good to you. So let's take 
a look at how you work 'em. The ever-dependable Simon Byron is your host... 



hI 



PSYCHO SANTA 
DOCTOR WHO 



111 



GUNSHIP 2000 

ARCHER MACLEANS POOL 







mas-like you need to 
drop presents dawn 
the chimney*. Santa 
does this by swoop- 
ing down over a 
house and, when 
the time is right, 
turning the sleigh 
to face the oppo- 
site direction and 
pressing FIRE. A 
goody should then 
fly from the back 
of the sleigh and, 
hopefully, land 
safely in the fireplace of the house. 
If you have been successful then the little people that live in the gaff will 
shout out a cheery "Thank your and the house will transform slightly. Once 
the roof is full of snow and the Christmas lights are illuminated then that 
particular house will be as festive as it can possibly he. The number of hous- 
es that need to be fully transformed varies with every level. You need to 
save one house on Level One, two on Level Two and we have a special sad 
prise for the first person who writes to me with correct amount of houses 
that need to be restored on the final level. Level Six, 

it's not as easy as it sounds, though, because the nasty Frosties (who 
taste greeeeeeat!} are constantly dropping evil Christmas zapper-type things 
onto the tiny houses. If one of these lands on a slightly Christmassy house 
then it's festiveness will be reduced and it will have to be restored by our 
hero. 

OUR TUNE 

Santa's present supply is not infinite, however, and his stock will need con- 
stant replenishment. You can obtain presents hy shooting the nasties and 
collecting the gifts in your sleigh (you can tell where they are by checking 
out the radar which is in the bottom of the screen). There's a huge pre- 
sent bonanza if you can kill one of the evil Jack Frosts but collecting the 
majority of goodies revealed will require some nifty joystick manoeuvring. 
You can also grab some presents by entering the bonus game.,, 

HJUIV 

Between levels, Santa will have the opportunity to leap aboard his trusty 
pogo stick and grab the presents that are attached to his special Christmas 
tree. You can make Santa bounce higher by pressing FIRE just as the 'stick 
touches the ground and the longer you manage to time the bounce just 
right, the higher Santa will go. At the apes of his bounce, Santa will raise 
his hand and if a present is within reach it will be collected and stored, 
along with a nice points bonus, There's an extra special item at the top of 
the tree but I can't tell you what happens if you grab it because none of 
us have managed to do so yet. 

THAT'S IT! 

And that's it. See if you can complete Level Six and save us from having to 
work all over the festive period- Alternatively you could write begging let- 
ters to evil Dave 'Scrooge McDuck J Upchurch. 




DOCTOR WHO 

Admiral Software 

Doctor Who-oo, Doctor Who. Doctor Who oo - 
bosh, bosh - the Tardis Yes the Timelords cer- 
tainly knew who they were singing about A 
when they released that particular record and I cer- | 
tainiy know who l J m talking about when I'm writing 1 
the instructions for our top demo, which goes a-little 
something like this (hit it!). 

In this little taster of the game they're already cal'ing 'Doc- 
tor Who' you can have either one-player sad no-friends fun or fantastic 
popular two- player action. Once the main game has loaded, a self- run- 
ning demo and a slide show will begin but if you want some 'hands-on' 
action then press FIRE with the joystick in port 2 (i.e. not the mouse) 
for a game featuring just the Doctor or click FIRE with another joystick 
plugged into port 1 for some Doctor and Ace action. 

PLAYING THE DEMO 

Whatever you've decided, you'll find that the demo begins with the I 
tor in an already-frantic situation. He's being fired on from both sides so 
the best thing to do is zap the evil creatures using the Doctor's sonic 
screwdriver. The old FIRE button will fire the lethal screwdriver and do 
away with the evil meanies. Moving the joystick LEFT or RIGHT win move 
the Doctor or Ace i n t hat di rection and U P wi 1 1 make the cha racter jump, 
If the Doctor or Ace is below a ledge or, in some cases, an invisible 
platform (?), holding UP will make them grab onto it. They can then either 

slide left or right or jump onto 
the ledge by pressing UP. When 
a character is in front of a door, 
moving the joystick DOWN will 
make the Doctor or Ace move 
through the door and into 
another area. You have roughly 
two minutes to explore the 
playing area before the demo 
ends and the introduction 
begins again. 
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COVER DISKS 



D 



GUNSHIP 2000 



Micro Prose 




Not content with giving you a huge Work 
In Progress on Microprose's Thunder- 
hawk-beater a couple of months ago, 
we've obtained a fully playable mission for all 
you prospective pilots out there. After a 
slideshow of some of the game screens, you'll 
find your helicopter sitting on the ground, 
ready to kick some 'ass'. Take to the skies and 
shoot down all enemy craft pretty sharpish. ,. 

CONTROLLING YOUR 

CHOPPER 

The helicopter can he manoeuvred using the 
following keys or joystick movements 

Joystick UP Forward 

Joystick DOWN Back 

Joystick LEFT Left 

Joystick RIGHT Right 

Rotor 



F1 


Cockpit View 


F2 


Mast View 


F3 


Left View 


F4 


Bight View 


FS 


Chase View 


SHIFT & FS 


Flight Chase View 


F6 


Tactical View 


F7 


Remote View 


F8 


Reverse Tactical View 


F9 


Missile View 


Flu 


Map View 


SPACE BAR 


Change Map Scale 



9 


Engage/Disengage 


5 


Auto Pilot OiVOff 


■ 


Power UP 


- 


Power DOWN 


SHIFTS = 


Fast Power UP 


SHIFTS - 


Fast Power DOWN 





Automatic Hover 


C 


Low Limit - 


V 


Low Limit + 




LOOKING AT YOUR CHOPPER 

There are millions of external views, all of 
which can be quickly selected. 




BLASTING THE BAD GUYS 

To give the enemy a right good kicking you'll 
need to do a spot of firing, as outline below- 

BACKSPACE Acquire Next Target 

N Radar Jammer 

M Drop Chaff 

IR Jammer On/off 

/ Drop Flare 

SPACE BAR Select Weapon 

RETURN or FI«E Fire Weapon 

The full game gives you the opportunity to 
play a full campaign and build up a team of 
four wingmen. You'll also have the choice of 
eight different helicopters (including the 
super-hard Apache) with customised cockpits. 
Lookout for full review next issue {hopefully). 



IF YOUR DISK DOESN'T LOAD 
THEN READ THIS BIT! 

Oh, faulty disk, eh? Please accept our humblest of 
apologies but due to the amount of disks we dupli- 
cate there's bound to be at least one duff one and 
you were unfortunate enough to pick it. Never mind, 
though, because help is at hand. Whatever you do, 
DON'T SEND IT TO US - we're too busy writing the 
mag to replace them ourselves. Just pop it in an 
envelope with a SAE to the value of 28p and send it 
to ■ 

The One Coverdisk Returns, 

PC Wise, 

Dowlais Top Business Park, 

Dowlais, Merthyr Tydfil, 

Mid Glamorgan CF4S 2YY, 
and within a few days a working copy will be wing- 
ing its way your-house- wards. If you think you I-mvp 
a problem which you think can be solved over the 
dog and bone, you can call the chaps at PC Wise on 
their Helpline: (0685) 350505 between 10.30 am and 
12.30 pm on weekdays, 



THE SMALL PHI NT 

1 . Whilst we hwe at The One make wery rttori iu cfe*efc the coyerdiski 
tor .ill kiiuwii viruses, we«fi «c*pl no hHponslhMtty for damage 
cauttd by wiruiei which may have escaped nwr tttMtkWl 

2. TheOrw.incJ its retailers are not liable for any unnotified change* 
to the eonienl t at the cavmvIHcs which may occur. 



ARCHER 
MACLEAN'S 



POOL 



Virgin Games 

e'ue managed to squeeze this rolling demo 
onto the tail-end of our disk so that those 
of you who haven't experienced Archer's 
wonderful 3D routines can do so in the comfort of 
your own home, All you have to do is sit back and 
watch the demo cycle through all the variations on 
Pool that the game offers. Haue fun! 




PLAY THE GAME FOR... 



• 



COMIC RELIEF HAVE AT LAST 
GRASPED THE FACT THAT ALL 
THE PEOPLE WORTH 

COMMUNICATING WITH THESE 
DAYS BUY COMPUTER GAMES - 

and it's a revelation which 
they hope is going to make 
them a blooming fortune to 
plough into brilliant 
projects in Africa and the 

UK. 



COMIC 




OCEAN SOFTWARE LIMlED ■ 2 CASTLE STREET ■ CASTLEFtELD ■ MANCHESTER ■ M3 4LZ 
TELEPHONE; 061 832 6633 ■ FAX: 061 834 0650 




NEWSOME 
TWOSOME 



FROM THE 
DIDYMEN! 



Digital Image Design 
have two major titles 
lined up for next Sum- 
mer - and both are 
being led on the A1 200. 
The team behind such 3D 
favourites as F-29 Retaliates, Robo- 
cop 3 and Epic are currently work- 
ing on a pseudo-sequel to Epic, 
called Odyssey, and a new flight sim- 
ulation by the name of TFX InfErno. 
The first to appear will be Odyssey, 
which Digital Image's Martin Ken- 
wright describes as a cross between 




Wing Commander and Elite "We're 
undecided about whether or not it 
should be the official sequel," he 
says, "It's set 90 years on from the 
original Epic." 

In Odyssey, the player once again 
takes on an alien invasion force bent 
on conquering the solar system. But, 
having listened to criticism of the 
original Epic, DID is radically chang- 
ing the structure of the new game. 
Rather than being put through a set 
of routine missions, in Ody^ey the 
player creates his own challenges, 
flying across the galaxy to take on 
the enemy as he sees fit, "The greait 
thing about this game is that there's 
lots of strategy," says Martin. 

The other game is another sequel 
of sorts, this time talcing over where 



(Left and below) Space-based action 

scenes from DID's forthcoming 
Oddysey, as it will look on the 
A12O0. Like Epic, the game also has 
planets Id* combat, although the 
main thrust of the action takes place 
in deep spate. 



(Above) TFX Inferno looks like it could set a new technical standard for 
flight simulators, with some of the mast impressive 3D the Amiga has seen. 



DID's debut Retaliator left off. TFX 
(Tactical Fighter Experiment) Inferno 
is set in the near future, with the 
player flying missions in an F-22 or 
F-117a for an elite United Nations 
task force. "We've listened to what 
people had to say about Retaliator," 
says Martin, who has brought in an 
aeronautical engineer from Prince- 
ton University to help with the 
game's flight dynamics. "The game's 
going to be endorsed hy the military 
because some of what we're doing 
will be used by the Ministry of 
Defence," he explains. 

In effect. Inferno will be two 
games in one, comprising a com- 
plete flight-training school and then 
a real-world scenario with hundreds 
of interdependent missions. "I think 
TFX might be a bit disturbing, 
because we're using some very 
harsh graphics to depict real world 



events," says Martin. "We'll have the 
player selecting missions by inter- 
acting with news headlines, and 
we've accurately mapped 1/40th of 
the world's surface in 3D." The mis- 
sions themselves will also be a bit 
different, with a typical scenario see- 
ing the player lending support to a 
helicopter rescue team as they 
extract hostages from a terrorist 
base. "We're really relishing its 
impact - this is our best level of 
graphics yet," Martin says. 

With seven people on each pro- 
ject, Odyssey and Inferno are due to 
hit the A1 200 early this Summer, but 
DID isn't sure that cut down 
A50Q/600 versions will follow. "We'd 
like to plan them in, but we're just 
not sure if we tould do them, or if 
there' d be a market for them," they 
say. Sounds to us like the best rea- 
son yet to splash out on an A 1200... 






E W S 



IT'S A 
AAIRACLE! 



Fledgling development 
team Miracle Games is 
looking to muscle in on the 
big-time with a new plat- 
form game that aims to 
knock seven bells out of long -estab- 
lished console heroes like Mario and 
Sonic. 

"Miracle Bat is cooler than Zool, 
harder than lames Pond, faster than 
Sonic and the game is more complex 
than any of Mario's adventures." 
claim the enthusiastic company, who 
were responsible for the recent puz- 
zler Zyconix and are also finishing off 
the long-awaited Apocalypse {see 
the 1993 Preview on page 48), Mir- 
acle Bat sees the cape-clad rodent 
battling through 1 DO levels set in 
twelve countries around the world, 
putting up posters to advertise the 
arrival of Miracle Games. 

"Originally we had levels like Can- 
dyland and Duploland, but every- 
body's doing that now, so we went 



back to the drawing board and redid 
all the graphics from scratch," 
explains Miracle's Detain Sorred, 
who's been working on the game for 
over two years. The product was 
shelved for a short time while Mira- 
cle looked for a new graphic artist 
but now that everything is back on 
track, the company's talking to vari- 
ous publisher*, with Renegade 
reportedly being an interested party. 
Miracle is going to great lengths 
to promote the game, claiming it 
has, amongst other things, "the 
biggest end- of- level baddies ever 
seen on any machine," and an 
update rate of 800 pixels per second, 
which, the team points out, "is the 
equivalent of 48,000 miles a minute 
or 2,880,000 miles an hour!" Sonic 
had better watch out. More on this 
one next month, but until then, feast 
your eyes on these delish 64-colour 
copper-shaded screenshots. Mmm- 




(Up, down, and all 
around) Scenes from 
around the world in the 
globe trot tiny Miracle 
Bat - the countries fea- 
tured here are Italy and 
Japan, although the 
names are likely to be 

changed prior to release 
so as not to offend any- 
body. All graphics are in 
64 colours, with copper- 
banding techniques 
used to illuminate the 

backgrounds, 
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HIT ME WITH 
YOUR ARGOSTICK 



Cheetah has just released a 
new Amiga joystick this 
month, which the compa- 
ny enthusiastically claims 
"looks as though it's been 
created as a prop for the latest sci-fi 
movie blockbuster." The Argestiek, 
which is the latest addition to Chee- 
tah's unwieldly but very popular 
FuturiStsck, does indeed look very 
Giger-inspired, with plenty of bony 



structures and ornate architecture 
around the base. Unfortunately we 
can t tell you how it plays as Cheetah 
only sent us a photograph, rather 
than the real thing to try out. In the 
meantime, look at the picture and 
pay attention while we tell you that 
the Argostick is available in two ver- 
sions - the "high tactile" model costs 
12,99, while the fully micro switched 
model will set you back £14.99. 




E W S 



STRIP 
TEASERS 



...As revealed by Mev Dine in this 
month's return of The Magnificent 
Seven, Vivid Image ha s signed its 
First Samurai sequel to Psygnosis. 
The Second Samurai should he 
appearing in the first quarter of 
the now year... 

...Following on from the forth- 
coming Darkseed (see Previews), 
pioneering American softco 
Cyherd reams have two more 
Amiga products in the pipeline 
for 1993 and beyond, both with 
a sci-fi bent. Cyber Race is a 
futuristic driving game where 
rocket car things race on a track 
around the inside of a giant 
sphere. The game is the brain- 
child of Syd Mead, who film 
buffs may know as the designer 
of movies like Blade Runner, 
Aliens and Star Trek, Cyber Race 
is due out in the Autumn, and 
following on from that in Spring 
1994 comes No Mouth, a new 
adventure written by the 
acclaimed SF author Harlan Elli- 



,..X2 is the working title of the 
ipquel to Project X, which we now 
hear is to be written initially for 
the A1200, with cut-down 
5007600 versions possible arriving 
later - it's good to see more com- 
panies supporting the new 
machine. Team 17 promises that 
it will make maximum use of the 
machine's capabilities, "it will be 
simply unbelievable,'' they 
enthuse. "Expect vertical/horizon- 
tal scrolling action, masses of 
.: ■ I r i ■ r i ■-, . breathtaking graphics and 
stunning sound. Believe it." We 
do, we do... 

...Hardly surprising we know, 
taut Gremlin has announced that 
it's producing a sequel to its 
blockbusting Zool, due out 
sometime next year. Also, Sys- 
tem 3 is working on a follow-up 
to Putty, which should be ready 
for Spring,,. 

...You've read their words of wis- 
dom, and now you can see your 
idols on telly! The One's Gary 
Whitta and David Upchurch will 
both be cropping up on C4's 
. Gamesmaster as guest reviewers 
i early in the New Year, so keep 
I your eyes peeled... 



ZOOL'S BACK - 
ON THE A1200! 



urn*, 




Well, proud owners 
of the new Amiga 
12 00 haven't had 
to wait long for 
the first dedicat- 
ed title for their machine The 
new, super-enhanced A1200 
version of Gremlin's Zool should 
be in the shops by the time you 
read this, priced £25.99 (the 
same price as most A50Q/600 
software, which is a good sign) 
exactly does the new game do to take 
advantage of the new machine's top fea- 
tures? 

Well, for a start, all the graphics are now 
in 256 colours. Forget about those drab and 
boring single-colour backdrops - now you 
get multi-colour, fully-detailed parallax 
backdrops! The game not quite fast enough 
for you on that grungy old A500? The A1200 
version runs EVEN faster and smoother! And 
to top it all, you get an extra 100K of sound 
thrown in for good measure. The actual 
game remains exactly the same, but just 
think of the expression of your Zool-owning 
mates when they pop round to see the 
game running on your machine! 

NETBUSTERS! 

They're back and they're ball-tastic! We must apologise for the lack of a Sensible Software Netbuster 
last month, as one thing led to another, and,., well, nobody could quite pluck up the courage to delve 
once more into the ever-growing Netbuster mail mountain, which is in more danger of avalanehing by 
the minute. However, trained stuntmen were sent in at the last minute to extract some entries, so Net- 
busters is firing on all cylinders again this month. In fact, to make up for last issue's deficiency, we're 
bringing you a double crop of soccer action, and the winners of places three and four in our Sensible Soccer UK 
final. 

Remember, we're giving away six final places (well, there are only two left now, because the first four have 
already been won) in our The Ore/Renegade Sensible Soccer tournament, the winner of which will go on to a spe- 
cial Euro-final held between the winners of all the magazines who are running the same competition. The winner 
of THAT titanic battle will claim the star prize, which is the chance to jet off to Europe and get top seats for ANY 
football match ANYWHERE on the continent next season. 

This month, confirmed finalists Julian Smith and Bcrnie Holmes are joined by Muke Ndoko of Wood Green in 
London and Gerard Simpson from Widnes in Cheshire. Muke earned his place with some stunning goals against 
Rapid Vienna, including a great diving header, while Gerard's goals in an amazing 13-4 defeat of Brondby by AC 
Miland were iimply some of the best football we've ever seen played on an Amiga, incorporating pinpoint pass- 
ing play that ran rings round the opposition and some spec- 
tacular diagonal diving headers that we had to replay in slow 
motion to make sure we weren't dreaming. 

Both Muke and Gerard will be picking up an authentic Ark- 
wrights football shirt for their Stirling efforts, and go forward 
into the Sensisoccer UK final, to be held in a few months' time. 
In the meantime, if you reckon you're good enough to claim 
one of those remaining two final places as your own, all you 
have to do is prove your worth by sending your best Sensible 
Soccer goals to us on a normal Highlights disk. The address 
is: NETBUSTERS, The One, Priory Court, 30-32 Farringdon Lane, 
London EC1R 3AU, and remember to write your name and 
riddrFsv on the disk Libel, 







i-_ MM 



— — - ■ J 



«AAto*HM«Wli 



••— 



NEWS 



Month Ending 28th November 1992 



FULL-PRICE TOP 20 

1 SENSIBLE SOCCER 1992/92 SEASON 
(Renegade) 

2 ZOOL (Gremlin) 

3 ARCHER MACLEAN'S POOL (Virgin) 

4 ROAD RASH (Electronic Arts) 

5 PUTTY (System 3) 

6PINBALL FANTASIES (21st Century) 
7 NIGEL MANSELL'S WORLD 
CHAMPIONSHIP (Gremlin) 
8 THE DREAM TEAM (Ocean) 

9 CAMPAIGN (Empire) 

10 ASSASSIN (Team 17) 

11 MONKEY ISLAND 2 (US Gold) 

12 SUPER FIGHTER (Ocean) 

13 THE HUMANS (Mirage) 

14 CURSE OF ENCHANTIA (Core Design) 

15 LOTUS III (Gremlin) 

16 JIMMY WHITE'S WHIRLWIND SNOOKER 
(Virgin) 

17 FORMULA ONE GRAND PRIX 
(Microprose) 

18 FIRE & ICE (Renegade) 

19 SABRE TEAM (Krisalis) 

20 FIREFORCE (ICE) 



BUDGET TOP 10 

1 ALIEN BREED SPECIAL EDITION 92 
(Team 17) 

2 PRICE OF PERSIA (The Hit Squad) 

3 SANTA'S XMAS CAPER (Zeppelin) 

4 JAMES POND {GBH) 

5 TRIVIAL PURSUIT (The Hit Squad) 

6 STREETFICHTER (Kixx) 

7 DIZZY PRINCE OF THE YOLK FOLK 
(Codemasters) 

8 SUPERCARS 2 (GBH) 

9 FUTURE WARS (Kixx XL) 

10 SPELLBOUND DIZZY (Codemasters) 



The One's monthly Amiga charts are compiled 
by Micro byte. 
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NEWS 



A1200 CLEARS MOST 
HURDLES IN THE ONE'S 
COMPATABILITY TEST! 



Sceptical so-and-so's that we are, and having heard many 
conflicting stories about the compatability of Commodore's 
new wo ndermachine the Amiga 1200 with existing 5OO/&O0 
software, we just had to give it a try for ourselves. So, we 
swiped a machine from a neighbouring office while their 
back was turned and set about putting it to the test. If you're wor- 
ried about buying an A1200 for fear of some of your existing soft- 
ware collection not working on the new machine, have a gander at 
our compatibility table We tested 1 5 games selected at random from 
the office software vaults. The results are plain to see... 




GAME 

LOTUS III 
MONKEY ISLAND 2 



F-15II 
F1GP 

LEGEND OF KYRANDIA 
EPIC 

STRIKER 
TERMINATOR 2 

THE AD DAMS FAMILY 

ASSASSIN 

ROBOCOD 

MAGIC POCKETS 

ALIEN BREED 92 
SUPER MONACO GP 
LEMMINGS 



LABORATORY TEST 
RESULT FINDINGS 
ANALYSIS 

With Doctor Heinz Spaghetti. 



Well, of the 1 5 games we tested, only three failed 
to work, and we had slight problems with two 
others. Even based on such a small sample, 
that's an 80% compatability strike rate for the 
new machine, which isn't bad (it's a lot better 
than the 50-60% that some uninformed sources claimed), 
although it's still far from perfect- 

H you've got a huge software collection and want to upgrade, 
it looks like you'll just have to bite the builet and hope that 
the new machine does't object to any of your old favourites. Of 
course, it shouldn't be a problem for the future as companies 
will test new products on the 1200 prior to release. And if you 
want to play a super-fast, super-colourful version of Zoof, not 
to mention those new DID games, you know where to come, 
CLICK' 



DOES IT WORK? 

wo 

YES 



YES 

YES 

NO 
YES 

YES 
YES 

YES 
YES 
HMM 

YES 

YES 

NO 

YES 




COMMENTS 

It just didn't load. 

Not only does it work, but it's also a 

damn sight faster, with quicker move 

ment and utmost instant disk 

decrunching. 

Works fine, and moves a little faster. 

Much faster and smoother than on a 

normal Amiga. Jaw-droppingly 

impressive. 

Failed to load. 

Epic detects the machine's 68020 and 

runs noticably faster as a result 

Exactly the same as on the A500. 

Works okay, but suffers from oddly 

bugged title music. 

Identical to theASOO. 

No problems here. 

Well, it works, but many of the 

graphics are very badly corrupted at 

times. 

Would you believe it? Magic Pockets 

is much faster on the AI20Q, and so a 

much more playable game! 

Absolutely fine. 

Blank screen city. 

Yippee! 





FLASHBACK 

US Gold and Delphine Software would like to make it clear that 
the rolling demo of Flashback which appeared on the cover of 
our September 1992 issue was based on the game's introduc- 
tion sequence only, and not representative of the actual game 
which, as anyone who read our Work in Progress will know, is 
going to be a stunk i rig platform adventure type thing. So, just to make sure 
everybody's totally clear on the subject, we'll be running a proper, and 
totally PLAYABLE, demo of the game itself within the next few months. 
Hope that sets the record straight. 





ENTERTAINMENT 



INTERNATIONAL COMPUTER ENTERTAIN* 

I ID 

BRIDGB HOUSE MERRYWALKS STROUD GLOS GL5 1QA 



FAX : 0453 756998 



TEL : 0453 756993 



II 




^ ^ ^ 







O 0839 40 40 71 O 



N AN AMIGA 60D. PLUS COLOUR MONI- 
TOR, PLUS STR.EETF1GHTER II 




O 0839 40 40 77 O 



NO CABLES, NO CONTACT, NO HASSLE 







O 0839 40 40 73 O 



MN STREETFIGHTER II GUIDE Wilti a Chance to 
win a STREET FIGHTERII TEE SHIRT 



B 


STAR 
TREK 
VIDEOS 1 




O 0839 40 40 79 O 



WIN EVERY EPISODE OF THE ORIGINAL SERIES 




O 0839 40 40 76 o 



WIN A MOUNTAIN BIKE OR ANY BIKE OF YOUR 
CHOICE UP TO E200 




O 0839 40 40 72 O 



WIN A SUPER NINTENDO plus STREETFICHTER I 
plus SUPERSC0PE 




WIN A SEGA GAME GEAR plus SONIC 2 




WIN £100 WORTH OF AMIGA GAMES 



IMS Ltd, P.O. Box 28, N orthampton NN1 5DS 

cost 36p (cheap) 48p permin (all other times) per mln, Max call time 7.5 minutes. All competitions end 31.3.1993. Multif 
:hoice questions with decider. Please be sure that you have permission to make this cal! 
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Letters 

Welcome to another words-packed 
edition of Letters- If you wish to 
wash your laundry in public or 
something then write to: Letters, 
THE ONE, Priory Court, 30-32 
Farringdon Lane, London EG1R 3AU. 
Alternatively FAX us on 071 972 
6710. Software prizes for the best- 
dressed ones we receive! Oh, can 
Stuart O'Neill ring Simon up 
sometime in the near future, please. 



YOU WHAT? 

To all the male chauvinist pigs at The 
One. 

I am writing to all the males who 
think that girls know nothing about 
computers and that they constantly 
think about boys {not you} or con- 
stantly put on make-up. You are 
wrong! 

We do enjoy playing on the com- 
puter because it is great fun and 
relieves us from the pressure of 
school work, Most of us find that 
after a good waggle on the joystick 
we- are refreshed because we play 
for a sensible period of time. The 
majority of boys, however, shirk 
schoolwork, play for over two hours 
and end up looking like zombies. 
They become stressed because they 
can't get past a certain stage on a 
game h« they start swearing and 
and take out their anger on the joy- 
stick. Just before you start asking 
where I manage to get the informa- 
tion from, I must tell you that my 
friends have annoying brothers who 
avoid their homework! 

Remember the girl that beat here 
brother on Gamesmaster? f can see 
all of you shaking your heads 
because you can't admit that girls 
are becoming better computer 
g&mesplayers. I hope that this mes- 
sage will get into your thick "eds 
(sorry, I forgot that there is one Ed) 
because I think some males under- 
estimate our computer skills and 
need to be beaten up. 
Yours coolly, 

Vicki Kong, 
Hornchurch. 

PS. My friend got an 'A' for her 
Computer Science GCSE and she's 



hoping to get another A J for her 
Computer Science at A level, Not 
bad, eh? 

Lop*, when have we ever been 
chauvinistic? Never, that's when. 
Both sexes, in our eyes, are equally 
as talented at games and we never 
knowingly say otherwise. Say "Well 
done" to your mate., though. 



CO/VLPO BLUES 



Dear The One, 

As a regular reader Of The One, I feel 
that it is unfair that you have com- 
petitions tike the Lion heart compo 
in the November issue. I could not 
enter because the demo doesn't 
work on my CDTV which is fitted 
with a Rotet disc drive. 

Merry Christmas and a happy 
new year to all of you at The One- 
Keep Up the good work in 1993. 

Alma-Dee Wilson- 
Slater r Coventry. 

We have had a number or* com- 
plaints about the Lionheart compo. 
A couple of people complained that, 
as it is a 1Mb only demo, 512K own- 
ers were excluded. A valid point, I 
agree, but with the vast majority of 
Amiga owners currently owning 
1Mb it seems unfair to restrict them 
to 51 2K just because 1% of the own- 
ership hasn't upgraded yet. As for 
the CDTV issue, again we apologise 
but we were unaware of the prob- 
lem until you wrote We're sorry and 
will endeavour to ensure that alt 
future programs work on all 
machines. 



PIRACY AGAIN 

Dear The One, 

I was reading Stuart O'Neill's letter 
in the December issue about the 
piracy problem and it's an issue 
which seems to run on and on, I 
must admit that piracy on the 
Amiga and also on the PC is serious 
{really? - Ed.) and that I'm invoked 
in it too. As a matter of fact I'm 
about fourth in line from the crack- 
ers themselves which means that I 
receive all the latest software as it is 
released 

My reason for sending this letter 
is because I do not agree with one 
of the points stated in Staurt's let- 
ter, namely that all the program- 
mers will turn to the consoles if pira- 
cy continues. Obviously you have 
not heard about piracy on consoles 
which is increasing as I write I think 
you should pass my message onto 
the console companies and Stuart 
because there is a 100% way of 
copying games for all consoles and 
it is spreading rapidly. 

I was speaking to one of my 
friends who had Sonic 2 two weeks 
before it was released, this is how 
serious it is. 



Joe Bloggs, 
The Moon. 

Piracy is In no way as bad on the 
consoles as It is on the Amiga and 
that's a fact, The equipment 
required to copy such cartridges 
costs such a large amount of money 
that it Is not viable for owners to 
have it. Just because 'they' do it is 
no valid argument for you to con- 
tinue and you should seriously think 
about your copying policy. If people 
like you are so proud of it and boast 
about 'how you are fourth in fine for 
new games' then why don't you 
stop being so cbiidish and own up 
as to who you are. 



FROGGY FEELING 

Dear The One, 

I read your article in the December 
issue about Team 17s5uperfrog but 
you didn't state when the game is 
due out in the shops. Pleas could 
you tell me? 

Stuart Marquis, 
Up minster. 

Yes, March. 




JAMES POND 
NEEDS YOU! 



Jamei Pfcnd the famous underwriter 
agent and top FI5H operarive needs 
you ho work witri him in Ihe rig.™ 
□gairuf the dastardly Dr Maybe 
and his evil organisation JAWS! 
Join Fl5H now and become a Supef 
Sieuffil Your brillkinr Agent's Pack 
contains: Briefing Dossier, Agftni 
Cadtfcook, Identity Card, Training 
Handbook. Recognition Manual, 
Slidkef Sheers, 3 Million Briefings, 
Special Equipment Guide, a Board 
Gamo Ofld mveh mare! 

♦ Y ou will be sent 9 furtiw FI5H 
misnofli through tie post. 

• Ecch se*of missions lasO competition 
for aN AgertS with special prizes. 

f High quality FISH merchandise 4 
u^ilctole only to R5H Ag**. 

* Becorte a SOCIAL AGENT and 
gH 4 Supeib enamel badge f REE' 

• All correspondence ij sent ovt in a 
special TOP SECRET buff envelope. 
DON'T FOFtGfT TO TELL UUM DR BAD 
vQU ARE SENDING MOHET TO JOIN FISH. 

Send opptooHofta: R5H HO, UNm" 




SEND FOR YOUR FOP SECRET 
MISSION PACK F0DAY! 



5md £8 95 k> P>5H HQ and we will r*h*n ywir 
Ag=nli Pock without d«ky |Pt«ajfi ofcwUdaysl 
tow tarn pay by Postal Oder, ch«|v*, or Credit 
Cord. Pieaw cWW £8.95 to my 
Access ZZ\ y i» CJI] CotdNci 



Mill 



m 



Mam* en tird . 
E*pDats 



DOM'T FOKGETI &«nd ywir Agtnmam*, address 
and oge end any other rap wcrsi i nJormalion 
togsthe- with this coupon and your payment 1u 
tHn gddiws. below. 
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LETTERS 



YOU'RE GREAT, 
YOU ARE 

Dear The One, 

I am writing to congratulate you on 
this month's [December's] excellent 
toverdisks. Although the disks on 
the previous month's mag were 
good, they did not really keep me 
going for the whole of the month 
(an age in a gameless and skint 
world). This month - without wish- 
ing to offend you ■ you've surprised 
me. 

IMo Second Prize is top class - I 
would have happily expected just an 
empty track, like the Red Zone 
demo}. McDonalds Land is very 
good despite the fact that it has 
been confined to the back of the 
disk box due to quick completion. 
Erm, bit disappointed with Street 
Fighter 2, not quite the SNES beater 
I'd hoped for - Oh well! Creatures 
looked very interesting and I can't 
wait for a level demo (hint, hintl) 
and now (drum roll, please) Sen- 
sjsoccer VI . 1 . Nuff said - this will 
keep me going until next Christmas 
and no mistake, when maybe anoth- 
er data disk will be released with 
improved doo-dahs and wotsits. 

Also, thank you Commodore for 
some smart ads (the one with the 
gunslinger and the aliens is bloody 
excellent) and I'd just like to make a 
small suggestion for future adverts. 
Do not make them hip or cheesy!!! 
This means do not have lots of lit- 
tle ten year Olds skipping around the 
Amiga with a sad bloke in the back- 
ground telling everybody how good 
the Amiga is in an even sadder 
voice. 

Finally, could I please say that I 
hate Tim Harris for having a SNES 
with a decent version of SF2, Tom 
Reynolds for having a Neo-Geo (ha, 
ha!) and Tim Cant because, erm. do 
I need a reason? 

Saffron Walden 

(Are you sure ■ Ed?) r Essex. 

Yep, have to agree with you 1QQ"A 
there ■ last month's disks certainty 
were the business. Hopefully we can 
continue with the exceptionally 
high standard arid offer you much 
more pleasure than a single disk 
could supply. Oh, and can I please 
say that I do not want the Letters 
pages turning into a dedication 
page - write to Tony Blackburn or 
somebody if you want to mention 
your mates, 

TOO MUCH 
TOO SOON 

Dear The One, 

Firstly I would like to thank you 
M for a very informative magazine 




DON'T BUY THAT BUY THIS 

Dear The One, 

I suppose that there are at least a few readers of your great magazine who are think- 
ing about buying a console of some sort, either a Megadrive or a SNES. Having 
owned both mathines I have one piece of advice ■ don't. Here are my reasons, 

Firstly, the price. "But a 5HE5 only costs f 1 50- The jftmiga weighs in at £300," you 
might say. (Who, me? - Edi- Yeah, true, but a console game on set you hack Over 
£50 a go. Take, for example, Street Fighter 2 oo the SNES - fab game, yes, but f 65? 

What an unfunny joke - take a look at what you could buy for the same money 
if you own an Amiga; Zool (£18 trnm mail Order), Poptiious 2 (£20 from mail order 
again), Lotus 3 (£16 from mall, ..J, IK+ (£8) and 10 Chomp chocolate bars (not for 
the Amiga, obviously), With cheap Amiga budget classics (need I mention 5W1V?) 
and even cheaper PD games, the Amiga will save you more cash in the long term. 

Secondly, the games, "What about Sonic and Mario World?" What about Zool, 
fiobocod, Rainbow islands, Tetki and several others. Despite what kiddie console 
mags may say. there are millions more Amiga games than an the consoles. For every 
Road Bash, SjperHang On, F-ZeroandTdp Racer, there's Amiga's Road Rash, Super 
Hang On, Jaguar, Lotus 3, Crazy Cars 3 and F1GP, Console games are usually limit- 
ed to shallow beat-'em-ups and shoot-'envups. Not only does the Amiga have these, 
but simulations, RPGs, and adventure games tool 

Thirdly, the size of console games. "Eh, Sonic 2 is 3 MEG!" Megabit, that is, not 
megabyte- Sonic 2 is only one megabyte in size - 2ool is two (i.e. twice the size) Sega 
and Nintendo use the word megabit because 4 meg(abit) makes a game sound larg- 
er than 1/2 megabyte} - 1 refer to this as the 'cash grab' technique 

Finally, games like SWlVon the Amiga usuaily use up the whole screen - console 
games have two big black borders [when used on PAL TVs). Add to that the fact that 
the best console games can take up to (and over) a year to be released in the UK 
from Japan and the US and the fact that the new A 1 2(H) has millions more colours 
and a faster processor than any console, you tan see that purchasing a console 
isn't such a bright idea. Instead, sell your A500/600 and, with the money you receive 
and the money that was originally going to go on a console, buy an A)2CK> instead. 
Phew, let's hope that this letter has ended the Amiga vs console debate, 

Nathan White, Walsall. 

Hooray for you, Nathan. well said indeed! The At 200 really is better than any con- 
sole you can name and with its added speed (he Amiga looks set to race off past 
the sad slabby things at a rate of knots, l can fust see 5ega and Nintendo, having 
just had the arguments presented in black and white, packing their hags and giv- 
ing up the war. 



and I look forward to reading it 
every month. 

Now, I appear to be the only per- 
son out there who has noticed that 
Commodore has brought out three 
new computers within a span of six 
months and, unlike your editorial 
team, I do not find this good news! 

Just before. Christmas last year, I 
had saved up enough dosh to buy 
the latest Amiga 500 with Work- 
bench 1.1. Everything was sunny 
until - bosh - Amiga 500+ with 
W&2 0- 1 cried myself to sleep all that 
week,,. If only I had waited another 
month I would have had an 
enhanced chip set, a fatter Agnus 
and a dinky little '+'!!! 

Recently, after a series of 
mishaps, my trusty Amiga passed on 
to a better place and I decided not 
to buy a 500+ but to go for the new 
look Amiga 600. Even Commodore 
would not bring out another 
machine with better graphics, bet- 
ter sound, at a similar price for ages, 
would they? Again I cry myself to 
sleep, counting little Amiga 1200's 
jumping over a fence. 



Now I do understand that 
progress is inevitable, but with tech- 
nology where it is it is very unnec- 
essary for Commodore to upset all 
its customers. Every new machine 
seems slightly different to the last, 
and causes compatibility problems, 
which in turn leads to cries of 
anguish from current owners. 

I have to draw the conclusion 
that the way forward in home com- 
puting is to buy an expandable, 
compatible PC system so that if 
today's technology only lasts for six 
months I may be able to keep up! 

Chris Mead.Colchester. 

i'm sorry to hear that, Chris, hut, to 
use a cliche, you seem to have been 
in the wrong place at the wrong 
time. It's inevitable that some peo- 
ple aren't going to be happy when 
a brand new computer' is released, 
especiaily an Amiga, but Com- 
modore have to keep on technolog- 
ically advancing- Hopefully things 
will have settled down now and 
there will be no new surprises in the 
near future. 



ADDICTED? - NAH! 

Dear The One, 

Before we start I'd just like to say 
that I'm not your average reader, in 
fact I'm far from it. Let me explain. I 
am a forty-one year old housewife 
with two teenage children, both of 
whom are avid computer fans. I 
have read much in the papers 
recently regarding the subject of 
'computer addiction' and I feel I 
have to put pen to paper (or heated 
metal pins through a ribbon of ink 
to paper, in my case). (It's a printed 
letter, you see - Ed.) 

rvTy husband also uses one of our 
Amigas frequently (although half 
the time he's using business appli- 
cations) so you could say that we're 
a so-called 'computer family'. We 
often sit down together for a go on 
the latest platform game and I think 
that this promotes conversation and 
a feeling of family togetherness, 
much like a traditional sit-down 
Sunday dinner. They say that, these 
days, children do nothing else apart 
from play computer games and that 
this alienates the adults from the 
kids but if you take time out to play 
the games as a family then there is 
no need for children to become dis- 
tanced from their parents. 

I must admit, however, that 
whenever the children don't want to 
play, my husband and I force them 
to by threatening the withdrawal of 
pocket-money and this usually 
brings them round, More often than 
not, the housework gets neglected 
when everybody is out during the 
day as I cannot tear myself away 
from the excellent puzzle game 
Troddlers. I wouldn't say I'm addict- 
ed, though. 

People sometimes laugh when 
they first meet Zool, my eldest son, 
but as it's so easy to change a child's 
name, my husband and I thought 
that it would be an advantage in 
later life. There were a few tears 
from Titus when we told him about 
his name substitution but I think 
that he has gradually got used to it 
by now. The other children at school 
still take the rise out off him but 
apart from the broken nose there 
have been no other serious inci- 
dents. I think he lost that fight 
because he kept on trying to beat 
the other person by jumping on his 
head and turning him into a bonus 
but, sadly, this tactic failed. 

Must stop now, I'm wasting valu- 
able gaming time, 

Robana Codd. 
Nth Dimension. 

I think that just about wraps it up. 
Keep on writing, be it of a serious 
nature or not have a groovy Christ- 
mas and I'll see you at! next year. 
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First of all; we must apologise for 
presenting one less star name this 
time around, This is because Peter 
BLOODY Molyneux (as we now call 
him) from Bullfrog, one of the 
original Seven, had to cancel at the 
last minute with some lame excuse 
and we were left with six. Somehow The Mag- 
nificent Six doesn't have quite the same ring, 
does it? At least if someone else had dropped out 
we could have called it The Famous Five, 

Still, nine months is a long time in the software 
industry and our new-look Six Of The Best line-up 
has been rejigged accordingly, with three new 
additions to the celebrity line-up, Of course you'll 
already know Bitmap Bros Eric Matthews, Sensi- 
ble Software's Jon Hare and the indomitable 
Archer Maclean, all original Big Seven members. 
But Jez San and Michael Powell have been 
replaced simply because they're not doing Amiga 
stuff anymore and David Bra ben couldn't attend 
because he's on a deadline to finish Elite II before 
the end of the year, And the less said about that 
bloody Molyneux the better. 

So, say a warm "Hello 1 " to Mev Dine of Vivid 
Image (the teem behind such top Amiga games 
as Hammerfist, Time Machine and The First Samu- 
rai), to Martin Kenwright of Digital Image Design 
(the team that produced F-29 
Retaliator, Robocop 3 and Epic) 
and to Andrew Braybrook (who 
created Paradroid 90, Rainbow 
Islands and Fire & Ice and is cur- 
rently working on Uridium 2), 
who was to have appeared in the 
original Seven, but never quite 
made it. We think you'll agree the 
line-up is suitably star-studded. 
So, as we loosen our belts to scoff 
Turkey and Xmas pud at a secret 
London eatery, let the games 
commence.,. 



(The One's tape recorder was /eft running con- 
tiflUQusly, but inevitably some bits were either 
illegible or nqt fit to publish during a religious 
holiday. Forgive us for breaks in the narrative 
from time to time, but some 0/ these lads can get 
a toft carried away, particularly when they've been 
knocking back the Tizer all day. We begin with 
the first legible comment as the starters arrive...) 

ARCHER: I was saying on the way over here that 
this year I've done seven projects, some of which 
I've sub-contracted out. 

ANDREW: Seven? 

JON: Seven? 

ANDREW: That's doubled your combined output 
from the past ten years! (JLaughterJ 

ARCHER: Alright, I'll tell you. ST and Amiga 
Snooker again, because we had to update it 
slightly.,. 

■RfC: Updates don't count. Archer. 
ARCHER: ...A 256-colour PC version of Snooker, 
ST and Amiga Pool, Pool on the PC in 256 colours, 
Gameboy and Nintendo Dropeone, and we're just 
starting on other console versions of Dropzone. 

JON: Kids love the Super Nintendo, because it's a 

great trendy machine. 

THI OWE: Isn't the Meg a drive 
trend ier these days? 

ERIC: I don't think so, I think the 
5IMES has more street-cred. It's a 
bit like it was with the ST and 
Amiga - the Amiga was more 
expensive and had less games, 
but the Amiga still came through 
because it's a better machine. 



"I'd seriously like 

to do a game for 

the A1 200. 1 

think it's a 

brilliant 

machine." 

- Archer Maclean 



MARTIN; And you can get Mario 
on the SNES. 

ARCHER; I reckon that Com- 
modore ought to whip the key- 



(Left) The party's in 
full swing - th* 
empty place setting 
bottom right was 
supposed to be 
Peter MolyrieUJd 
seat, but he didn't 
turn Mp- Never 
mind, more turkey 
for the rest of us. 





The 



board and the disk drive off the A1200 and sell 
it as a console. 

JON: Because it's a better machine? 
ARCHER] Yeah, it's a better machine ltd piss all 
over everything else. I don't know how much they 
could sell it for, but it would wipe the floor with 
these consoles, 

JON: To be honest, it's a real problem writing a 
game first on the Amiga because that's the ver- 
sion you can sell most easily, and then having it 
converted onto the SNES. and knowing that its 
going to be endlessly compromised. 

ARCHER: Absolutely. 

THE ONE: Did you have to compromise any of 
your Amiga stuff for console conversion? 

■RIC: No, it just takes a lot longer, If we write a 
game that uses the full potential of the Amiga, 
it's then f***ing difficult to get it onto the SNES, 

ARCHERii But do you limit yourself to writing 
within the restrictions of the Megadrive and SNES 
first and then work up to the Amiga? 

JON: That's what you've got to do. 

ARCHER: No, what I want to do is use the full 
potential of the Amiga's processing power and 
not limit myself to these consoles. 
MARTIN: I don't know what you're complaining 



[Left) Eric Matthews and 
Mev Dint discuis a thorny 
point., while In the back- 
ground, Gary Whitta pays 
the bar bill - you don't 
want to know how much 
it cam* to, honestly. 
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Dirty^pozen 

Nine months ago The One brought together the cream of the country's games programming 
talent together for the first time to drink beer, have a whinge and generally put the world 
to rights. They were The Magnificent Seven, and their exploits have become almost as leg- 
endary as their cinematic gunslinging namesakes. Well, maybe not. Five of them didn't 
get killed for a start. But whatever, it's Christmas time so we thought why not have the 
lads back for a festive feast, copious amounts of Sauvignon and, of course, that discrete 
little black box we call a tape recorder. The unabridged transcript of what followed is at 
times disturbing and occasionally downright ridiculous, but if you feel your stomach is 
strong enough then take your seat for the most star-studded Christmas Dinner the Amiga 
world has ever seen... 



about trying to do sprite games on the consoles, 
you should try doing 3D on the bloody things! If 
you think you've had problems with sprites,,. 

ARCHER: Well, that's my next problem with 
Snooker and Pool. 

ANDREW: So who's going to tell me what sprite 
capabilities the A1 200's got then? 

ARCHER: You don't need them! Everything's so 
bloody fast! The machine's designing planets in 
its spare time! 

(The conversation between Andrew and Archer 
becomes very technical at this point, and lasts for 
several minutes- We rejoin the chat when things 
have come hack down to Earth.) 

ANDREW: I don't think anybody here knows the 
sprite capabilities of the A1200- 

THE ONE: I'm not sure if Commodore knows. 

ARCHER: So come on then r what is the exact 
spec? 

ANDREW: I don't know because nobody will tell 
me! I haven't even got one yet! The people at 
Commodore are supposed to be winging one to 

me, but...! 



ARCHER: The way I see it, it's about 400-500% 
quicker than an ASOO. Not 20%, but 500%! 
THE ONE: We've heard a few companies com- 
plaining that they haven't yet received an A1200 
technical spec. 

MARTIN: We've had one for a few months, but 

wp'rp not really allowed to say anything. 

ANDREW: We could always stop the tape, 
because I'm interested, 

MARTIN; Okay, at this point we stop the tape. 

(The tape is stopped here for a bit for more tech- 
nical bashing of heads between Martin and 
Andrew. Zzzz...) 

ANDREW: Right, I've been making notes on my 

napkin. 

MARTIN: You might laugh, but working close to 

a big publisher you do get an incredible amount 

of inside information, like six months to a year 

ahead of other publishers and the general public. 

ARCHER: What, you mean like things about 
Madonna? 

MARTIN: Yeah, who's shagging who, basically. 
{Laughter.} 



(Food arrives at this stage, causing immense dis- 
ruption, including Andrew complaining about 
why he wasn't served first. You know the sort of 
thing.) 

ARCHER: Right I'm undoing my trouser button. 
TH1 ONI: Tell your anecdote. Archer. 
ARCHER; Oh that one, yeah Weil, when I have 
a big meal like this, I tend to loosen my top but- 
ton so I can get it all in. I was in a restaurant one 
time when the wine waiter slipped and poured 
red wine all over my trousers. So Instantaneous- 
ly, as kind of a knee-jerk, reaction, I stood up to 
say "Look what you've done..." and my trousers 
fell down around my ankles, (Laughter.) 

ERIC: No! 

ARCHER: It's a good job the beast was asleep, 
that's all I can say. 

MARTIN: Did you have your Thomas the Tank 
Engine boxer shorts on? 

ARCHER: Mo, they were Tom and Jerry ones. 

ANDREW: So, Dropione on the Amiga then 

Archer. Come on. 

ARCHER: Well, I could do an ordinary sequel 
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that would have something to do with Dropzone 
One. or a completely new game that would just 
use the same lunar landscape, 

JON: That sounds like an excuse to me. 

ANDREW: You've got to come over and see 
Data storm. 

THE ONI: Has everyone got their Turkey yet? 

JQN; Mev's still waiting for his. 

M1V: It's because I'm from Turkey. 

ARCHER; Gary, Eric's got more than me! 

THE ONE: Eric, give Aether some of your food. 

(Everyone tucks in, during which, for some rea- 
son, probably because fat people were brought 
up, the subject of Robert Maxwell - not exactly 
the hero of people tike Eric, Mev, Andrew and /on 
- is raised). 

martin: Did it really f"* you up when Mirror- 
soft went down? 

JON: Oh Christ yes! And Mev and Erie! 

MARTIN: I heard about these people who came 
out of it all smelling of roses because they were 
paid twice. 

ERK; Like who? 

MARTIN: Well... 

MEV; Time to turn the tape off again! 

(Once again the recorder is turned off for a bit to 
prefect the innocent). 

MEV: So who's the next company to go under 
then? We've had Act i vision and Mirrorsoft,., 

ANDREW: Well, it tends to be all the people that 
we've worked for. 

THE ONE: Renegade! 

ERIC: Yeah, we'll be next. In fact we went under 
last week, we just haven't told anyone yet, 

THE ONE: And the tape's on! What a scoop! 
(laughter, and then more illegible natter, unfit..,) 

THE ONE: Have you sold The Second Samurai to 
anyone yet? 

MEV; Yes,., it's not Virgin. It's gone to Psygnosis. 

MARTINs Ian Hetherington shmoozes in there,.. 

MEV; I know that they haven't got a yacht so I'm 
safe there. 

ARCHER: Virgin haven't either. 

MEV: Ah, but he's got a balloon, hasn't he? 

THE ONE; Virgin picked up a lot of games after 
Mirrorsoft went under, didn't they? 

JON: Yeah, Virgin got a lot bigger. The worrying 
thing is is that they've got so big and they've got 
so much stuff, how much is actually going to be 
supported? 

ARCHER; Yeah, I worry about that, 
JON; I'm not just saying this because Eric's at the 
table, but when we were working with Renegade 
doing Soccer, we talked all the time and we 
always knew what was happening, But doing Wli- 
kid with Ocean, we never even knew when it was 
coming out. It was finished in May and came gut 
in October. 

THE ONE: Why did they hold it back? 

JON: I think it was for the PC version, 

ERIC; Even though they'd been advertising it 
since April. 

THE ONE: That must have hurt the sales of 
the game. 



(Right) What's $9 funny? 
Whatever it is, Th# One's 
Gary Whitta is oblivious to 
it, tii'i,iu'.i' he's Hill stuck 
paying the bloody bar bill. 
Note masses of empty wine 
bottles, 1 glasses,' buckets in 
the foreground. 




(Right) Andrew SraybroQk and 
Jon Hdre, the creators, of two of 
the biggest Amiga games this 
year, try to work off the effects 
of two hundred pounds of 
Turkey and a gallon pf XXX 
Pilsner. What a bunch of rip- 
roaring guys! 



JONs it destroyed it! 

ARCHER: But this whole Summer tin-, been com- 
pletely dead software wis**. 

JON: Soccer was at Number One for four four- 
teen weeks. 

ARCHER: Yeah, it was there all the time. 

(More general muttering here as the subject of 
charts and eventually, for some inexplicable rea- 
son, the 57 is raised) . 

THE ONE: You're doing Chaos Engine on the ST 
- is it still worth it? 

ERIC: Yes, we're developing them concurrently 
because most of our game editors and things also 
run on the ST. Admittedly the sales are only about 
five to one in favour of the Amiga... 

ARCHER: I'd disagree with that. 

ERIC: Well, it depends. Things like Cods and 
Speedball 2 were selling two to one, Amiga and 
ST, but now it's more like five to one. That's hap- 
pened in one year! 

JON: It's a massive change, isn't it? 

ARCHER: When I did Snooker, it was written on 
the ST first because the machine's faster graphi- 
cally. Now, doing Pool, I've written on the Amiga 
first and ported it onto the ST in two weeks, 
which, isn't bad. If we can sell 10-20.000 copies, 
I'll be well pleased. 



"I think the first real use of 

CD on the Amiga will be 
with publishers converting 
their big-style PC games." 

- Eric Matthews 

(More incomprehensible garbage, and then the 
PC is mentioned)- 

TME ONE: What's The Chaos Engine going to be 
like on the PC? 

ERIC: Oh, it'll be crap, Oh no, it'll be very good. 
There's no reason why you can't have a decent 
arcade game on the PC. 

MEV: The First Samurai's very good on the PC. 

JO Hi Yeah. I wonder who wrote that? (Laugh- 
ter.) 

MARTIN: The Chaos Engine's got really good 
point-of-sale stuff. 

THE ONE: So when's it actually coming out 
then?! 

ERIC: The first week in January. 

MEV: Are you sure? 

ERIC: About as sure as you are about when The 
Second Samurai will be out! (Laughter.; 
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MARTIN: Talking about Ocean, we're telling them 
that we want more of a say about things in gen- 
eral now. 

THE ONE: And are they listening? 
MARTIN; They are, yeah. 
ERIC: Is that because of Gary Bracey? 
JON: Gary Br acey's a really decent bloke, 
ANDREW: Kof-kof ! Choke! (Laughter.) 
JON: He is! Seriously! 

(After some lively and hymourous debate, the 
conversation returns, as usual, to money.) 

i 

MEV: I don't care about royalties anymore. 
What's the point if someone decides to take a 
dive? 

JON: It's all business these days you see, Gary 
IWhltta} - nobody talks about games anymore. 

ARCHER: Well, we are a very small business. The 
same people tend to circulate around the same 
companies year in, year out, and no fresh blood 
comes in. No new programmers. 

THE ONE: Is it harder now, as a new program- 
mer, to break into the industry with a game? 

IRK: Yeah, as an individual or as part of a small 
unknown team, it's very difficult. 

JON: It was easier on the Spectrum when we 
started . 

IMC: The first thing a big publisher will say to 
you these days is "What's your track record, what 
have you done in the past r where's the rest of 
your team?" 

JON: It's all licences and big developers now. 

MARTIN: It's certainly not "I am the programmer 
and here's my artist" anymore, 

ERIC; Publishers always look for some kind of 
track record. 

ARCHER: Publishers are getting very big, they're 
run by accountants, they're not pioneering any- 
more - they're not small outfits. These companies 
have now become so big that they're more wor- 
ried about getting that extra 1% r ~7^— 
on their balance sheet at the end J 
of the financial year rather than 
how good the product is, 

MARTIN; I think my advice to 
anyone new entering the ind us- I 
try is take a degree in bloody , 
Law before you start. 

JON: Gut it is swinging in our 
favour at the moment. 



"Commodore are still 
anticipating three years of 
A600 sales. 1995 is fade- 
out time." 

- Martin Kenwriqht 
MARTIN: Just lately. Someone has final- 
ly decided to give developers the same 
respect as you'd get in, say. the film 
industry. People may go to see a movie 
because it's directed by James Cameron, 
and they'll buy a game because it's from 
the Bitmaps or Sensible. 

THE ONE: How hard was it for you to 
get started when you were unheard of? 

ERIC: It was quite difficult for us. 
THE ONE: Was Xenon turned down by other com- 
panies before Virgin took it? 

ERIC: Yeah. 
MARTIN: Really? 

ERIC: Oh yeah. As individuals we each had our 
own little track records on the 8-bit formats, but 
no-one knew us as the Bitmap Brothers. Even after 
Xenon, Speed ball was turned down by Virgin - it 
was really difficult to get that game signed. We 
ended up nearly doing a Squash game instead. 
JON: Mega-lo- Mania was turned down by Virgin 
as well. 

(The wine and beer runs out St this point, and 
everybody refuses to talk until supplies are 
replenished- They quickly are. Whiie waiting for 
new drinks to arrive, Oliver Reed's recent perfor- 
mance on The Word is discussed at length.) 

JON: To be honest, I think the worst thing we've 
ever worked on is the updated version of Sensible 

(Right) Is that Meu Dine scratching 
his thin? Perhaps someone across 

the table is telling porkies. Or 
maybe he just needs a new blade 
in his Bic. Or something. 




Soccer. You've got a game that's 
already been very successful, but which we have 
to make better. 

ARCHER: What s it called, Even More Sensible Soc- 
cer? Really Clever Soccer? 

MARTIN: I think we'll do one called Silly Soccer 
just to rival it 

ARCHER: It's like with Pool. In my book. Pool is a 
hell of a lot better than Snooker will ever be, 
there's so much more in it. But superficially it 
looks the same, and so a lot of people look at it 
and say "Oh, it's just the same as Snooker." 
MEV: Yeah but Archer, it's true, isn't it? (Laugh- 
ter.) 

THE ONE; Does anyone have experience of being 
pressured into doing a sequel if the original game 
was successful? 

MARTIN; Oh yeah, sure. It's all marketing, isn't 
it? 
ANDREW: Yum yum! 






(Above) Digital Image Design's 
Martin Kenwright in typical 
pose ■ the broad smile and pint 
of free beer go hand-in-hand. 

(Left) Always one of the mast 
outspoken delegates (he holds 

the record for the most Utter- 
ances in both Magnificent 
Sevens so far). Archer Maclean 
telts it like it is - again. 



THE ONE; Did you eat all of that chocolate cake? 

ANDREW; Yep. 

ERIC: You fat bastard! 

THE ONE: Archer's itill struggling with his. 

ARCHER: No, I'm just pacing myself. Now, I'm 
going to change the subject completely. Who 
thinks, in the next two or three years, that the 
lights are going to go out on the console busi- 
ness? Hands up so the tape can't see, (Most hands 
go up.> 

JON: Consoles are just a fashion. 
MARTIN: It's all going to be CD in a few 
years. 
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THE ONI: Why CD, as opposed to anything else? 
MEV: Because you can hook it up to anything. A 
PC, a hi-fi. .. We will be making mini- movies in a 
few years, I believe. 
ERIC: No, I don't agree with that. 
THE ONI: What do you mean by a mini -movie? 
MEV: Well, games will become so complicated 
in the future, you'll have a director.,. 
MARTIN: Interactive TV's going to be big. 
THE ONE: Who around this table is actual- 
ly going to be doing games for the A1 200? 

ARCHER: I would seriously like to if it sells 
enough, because I think it's a brilliant 

machine. 

MARTIN: Were doing two new products 
that are PC-based for the A1 200 now, but 
as we move further along, we'll be doing 
games straight onto the 1200- 
THI ONI; Is one of those Epic II? 
MARTINi It's not actually Epic II, It's 
called Odyssey, 

ERIC: We've just got an A120Q in, and 
we're looking at it now. We need to find ' 
out a bit more about it. Mike's got it on 
his desk and won't let anyone else touch it, The 
thing Is it depends, like Andrew was saying, on 
how they've wired it up for this 256-colour mode 
and everything, It's a really smart move on Com- 
modore's part though, because it means if you 
have a 256-colour PC game, then all of that can 
still be used on the Amiga version. 
ARCHER: I would love to do, and will do, a 256- 
colour A120Q version of Pool that would run 
faster and have numbered balls that rolled round 
properly for all the people who wanted those fea- 
tures, 

MARTIN: We don't know if we're going to con- 
tinue to support the A500/600 in the near future- 
It's just getting too far down the line. It'd be nice 
to convert downwards later, but initial develop- 
ment is going to be 1 200 only, with a view to see 
how well that does. 

JON: When are you anticipating your first 1200 
title coming out? 

MARTIN: In about four or five months. 
MEV: I believe that Commodore has to do a lot 
more this time round. They were lucky with the 
Amiga 500, I don't care what people say. they 
were very lucky. It took ages for the A5O0 to suc- 
ceed. 

MARTIN: 1993 is going to be a make or break 
year for Commodore, 

MIV: They have to take an active role in devel- 
oping software for the Al 200. It's no good just to 
say "Oh, Ocean's doing this project for it." 
THE ONE: Are we going to see the demise of the 
A500/600 game as we know it if the A120O takes 
Off? 

ERIC: No, that won't happen, there are too many 
machines out there. 

MARTIN: Commodore are still anticipating three 
good years of A600 sales, 1 995 is fade-out time, 
THI ONE: Would you like to do Uridium 2 for the 
A1200? 

ANDREW: Oh yes! 

ARCHER: Great, you could start the diary all over 
again! 

THE ONE: Does anyone here think that 
they've reached the limit of what they can 
do with existing Amiga 500/600 technology? 



(Right) Did you know that Jon 
Hare deliberately turned up to 
tha event in ait Amiga Format T- 
shirt, so that we'd have to give 
him a free one to wear? The 
crafty old sod He wont be 
laughing when we slag hii next 
game off. 




(Right) PUBLIC HEALTH WARN 
1NG! inviting these two men 
to your party or conference 
could result in a serious defi- 
ciency in your drinks cabinet 



don't 



ag, 

O 



ARCHER: 

JON: There aren't any limits, though. Even after 
we stopped developing on the C64, the machine 
was still being pushed and pushed so much. Some 
of the stuff towards the end were really amaz- 
ing! 

MARTIN: It's a bit of an obsession for many peo- 
ple, to always be pushing and pushing a machine 
technically. 

IRK: Yeah, but I also think it's just a bit boring, 
really 

"I'd have to say Sensible 

Soccer is my best game of 

the year. It's brilliant and I 

still play it." 

- Eric Matthews 

ARCHER; All of us here though will always look 
at what each other are doing and try to do it a bit 
better the next time round. Technically, I still think 
that the Amiga hasn't been stretched incredibly. 

(The drink runs out again somewhere around 
here and there is mass constemaf/on. While fresh 
supplies arrive, the conversation turns to consoles 
for a while, and we won't bore you with ft. J 

MEV: I think what separates us from the Ameri- 
cans and Japanese is that to tis, writing games is 
still like a hobby. 

THE ONE: But are you as enthusiastic about 
games as you were four or five years ago? 



ARCHER: I don't think so, no. 

JON: Probably not: but you still know a good 
game when you see one. 
ANDREW: There wasn't so much competition 
back then. When I started out on the C64 it was 
fairly easy to see how you could constantly 
improve things, but now we're up against bigger 
teams here and in other countries fighting 
against us, and we're all trying to improve in dif- 
ferent directions, be it graphics or gameplay. It's 
a lot more difficult to stay ahead - 

MARTIN: There isn't SO much investment in this 
country either. If you go abroad, development 
budgets for games are almost as big as Holly- 
wood movies. And I think that if you said "Here's 
four million dollars, go and develop a game," I 
reckon someone in the UK could do it a damn 
sight better than anyone else. 

THE ONI: What games have impressed you this 
year? 

ARCHER: Monkey island 2. 

THI ONE: On Amiga? 

ARCHER: Oh yes. 

MARTIN: I liked Pin ball Dreams. 

THE ONI: Everyone likes Pin ball Dreams. 

ANDREW: Shut upl Shut up! 

THE ONE: What's your problem with Pinball 
Dreams? 

ANDREW: It's HIM! (Referring to a certain epony 
mous boss ofHewson who will remain nameless.) 

MARTIN: I liked Snooker. 
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If you're looking to the 

future, you have to 

look at CDs." 

- Jon Ware 



ARCHER: Play Pool, It's better. 

ANDREW: He always has to get the advertising 
spiel in, doesn't he? 

THE ONE: What about you Mev? 

MEV; Oh... urn... Contra 3? I don't play many 

game*. Oh, Monkey Island 2. 

ERIC: I'd also say Monkey Island 2, hut apparently 

t's shit on the Amiga. On PC It's brilliant. 

MEV; Talking about that, one area in which we 
could all Improve our games Is with the disk 
access, 

ARCHER: I never have any of that. 

MARTIN: We just tell Ocean how many disks we 
need for a game, and we get them, 

ARCHER: Who here has done a 1 Mb-only game? 

ERIC: We're just about to. 

THE ONE: Just about everyone has 
a memory upgrade these days, 
though. 

ERIC: Actually, I know it's one of 
Jon's but I have to say that Sensi- 
ble Soccer is my best game of the 
year. It's brilliant, and I still play it. 

MARTIN! What about you, Jon? 

JON: I can't remember playing any game apart 
from testing Soccer endlessly. Hoi's good, 

ANDREW: I liked that game,,. Fire and some- 
thing, I think it's called.,. 

ARCHER: Yeah, who wrote that? (Laughter) 

ERIC: Biplanes on PD is brilliant fun, 

MARTIN: What's your best game of the year, 
Gary? 

THE ONE: Ooh... probably Wizkid. 

MARTIN: I really enjoyed it, but I couldn't under- 
stand half of it, I didn't have a clue what I was 
doing. 

THE ONE: When's The Second Samurai coming 
out, Mev? 

ERIC: After The Chaos Engine, (Laughter.) 

THE ONE: So what lies ahead for the good old 

Amiga, then? Are we all going to be buying hard 

drives? 

ARCHER: I don't think so. 

ERIC: No (Below) Come the end 

of the afternoon, 
ARCHER; If I was going to spend that kind of Andrew Bray brook was 
money, I wouldn't buy an Amiga and a hard drive, the only one still w*ar 

I'd go out and get a PC in « his Chrirtmai hat. 

9 ' Wh At a sport! 

MARTIN; Yeah, you can get a 486 for something 
like ECO quid now. 










SPORT FOR PC 




Play a round 

All year 

round 



It's raining cats and dogs outside, but it's a beautiful 
criep Spring day on the Torrey Pines Golf Course, 

You approach the tea, driver in hand. Gazing down 
the fairway, you notice every feature of this classic Pacific 
Ocean Links course. 




The Challenge of Golf takes 
you to a new level of realism. You 

can almost smell the grass, feel 
the silky putting surfaces and 
take in the fresh sea air. At 
times, you'll want to replace the 
divots, until you remember it's 
only a game. 
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But WOW, what a game! 

And now ! ae the !25fi 

colour 3D PC graphics, you can 
experience Links on Amiga, 
featuriiL: 1AM MODE 

graphics and digitised sound. 



So, put on your sun 
visor and practice your 
awing. You're next on 
the tee. 

i*. Available on: PC 

»*4 (VGA or MCGA, 640k 

and Hard disk required. 
Supports: AdLib™, 
Soundblasfer™, MSound™Bound 
cards). AMIGA-Hard Drive and 1 Meg of RAM required 

©Access Software, inc. 199J All rights reserved. 




C.H. Irtild U<L, UuiU %3. Jtulfunl Wuy. Hiilfnrd. 
Birmingham BS TAX. Tel IKE] 825 IBflft 



A serious PC experience 
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L*ft! Men demonstrates what hed like to 
do to Robert Maxwell if the fat rotter was 
still aliue. Eric, Jen and Andrew found it 
difficult tD disagree. 



ANDREW: But we're talking about people who 
have already got an Amiga sitting on their desks 
THE ONE: And the A1200 is rigged to plug into 
an IDE hard drive, which are really cheap, The 
thing is, CD is not going to make much of a dif- 
ference to arcade style games, is it? 
ERIC: Ye5, I agree. 

MEV: But it's not a question of whether or not 
it makes a difference to what we do, it's a ques- 
tion of people accepting a new medium, a new 
storage device. 
ARCHER: If you look at something like Seventh 
Guest on the PC, there's no game in there as far 
as i can see, but there are 3,000 floppy disks 
worth of graphics and sound on a CD. 
MEV: And that's why CD's not been successful, 
because developers are misusing it, 
ION: If you're looking at CDs, you're looking to 
the future. If you re looking at consoles, you're 
looking now. As a company, we've always lagged 
behind and waited to see what picked up, 
because we're a small company. 







(Above! Well, this just about sums it all up, 
wouldn't you say? Here we have the 
programmer (Mev Dine), addressing vital 
gaming issues that affect us all, while the 
journalist tin this ease. The One's Simon 
Byron} does what all journalists do t»st. Or 
worst, as the case may be. 



ANDREW: You're a sensible com- 
pany! 

THE ONE: So what's it going to 
take to make Amiga CD take off? 
The CDTV hasn't been very suc- 
cessful so far, and that Leaves the 
bolt-on CD drive. 
■RIC: I think the first use of the 
CD-based stuff on the Amiga will 
be publishers looking more close- 
ly at their ability to convert their 
big -end. big- style PC games. With 
the A1200 having 256 colours and 
the fact that most PC games are hard-disk based, 
then you could pack it all down onto a CD and 
that would make those games translate a lot 
more faithfully onto Amiga formats, 
ANDREW: But you're talking about the A 1200 
now. 

ERIC: Okay, but even without the ZS6 colours you 
can still ha we the same amount of data storage. 
ANDREW: CD is very slow, though. It's almost 

as slow as floppy disks at times. 

ERIC: Yes, it's slow and you need a lot of 

RAM. 

JON: What you need is two CDs running 

really fast. 

(For some reason, the conversation veers 
seriously off the beaten track at this 
point..,} 

ARCHER: Has anyone seen this 1492 film? 

I went to see it. photographically it's great, 
but what gets me is you've got this Por- 
tugese guy Columbus being played by a 
Frenchman, 

THE ONE: In Highlander you've got a 
Frenchman playing a Scot and a Scot play- 
ing a Spaniard. And they don't even both- 
er with the accents. 
MARTIN: Yeah, but it's a good film, Highlander. 
1 enjoyed Highlander. 
THE ONE: Have you seen Highlander IP 
MARTIN: Oh, that's w***. So, are there any more 
questions? (Martin grabs question sheet) "Archer, 



what's going to Se your next Amiga game?" 

ARCHER: Well, I'd like to do Dropzone II, bud 

what 1 really want to do is 256-colour version J 

of Snooker and Pool, in one game, for the A1 200 

THE ONE: What about this Epic question, Mar\ 

tin? After all the controversy... 

MARTIN: We won Game of the Year reader's pol 

in France recently, and that was the sort of pickj 

up we needed. 

THE ONE: But were you happy with the game 1 

MARTIN: It was a victim of its own success, 

enjoyed the game. 

THE ONis Did you find, though, that of the petH 

pie that bought Epic, more people liked it tharj 

not? 

MARTIN; Oh yes! At the end of the day wd 

received loads of letters from people saying cord 

gratulations. 

(At this point The Magnificent Six are ejected 
forcibly from the secret London eatery and retir4 
to the iocal pub to finish what they started. So. 
as the mysterious hombres ride off fnto me sun- 
set once more to get down to the business or 
writing nest year's hit, we can sleep soundly in 
our beds, safe in the knowledge that somewhere 
in the city, a programmer is failing over in a 
kebab shop and throwing up over his shoes 
G'night all! See you in '93 for another year's 
worth of crazy antics, lots of top Amiga gaming 
action and generally going bonkers* Until then, 
always look both ways before crossing the road, 
and God bless us, every one J 
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EDWIN BUYS THE MAGICAL PAIN I'S. 

UNAWARE Of rHE HAVOC THEY 

WILL CAUSE 




WATCH THE CREATURES OF 
HIERONYMOS BOSCH 
COMEAUVE 
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and most of all hours of entertain™ 
Fatal Strokes is simply the art of advei 
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AN AUTHENTIC INDIANA 
JONES JACKET AND HAT! 

PLUS! 10 copies y 

OF THE INDY JONES 
TRILOGY ON VIDEO! 







es indeed! They're no bunch of skinflints down 
at US Gold, you know. Oh no. They know how 
to launch a game in style, and (deep breath) 
Indiana Jones and the Fate of Atlantis: The Graphic 
Adventure is no exception. To celebrate the launch 
of this- latest whip-cracking masterpiece (reviewed 
on page 54, incidentally) the brummy wunderkinds 
have put up some stonking prizes, on offer exclu- 
sively to readers of The One! 

The first prize in this mind-meltingly good 
compo is Indy's actual leather jacket and felt hat as 
seen in the Indy movies! Well, not 
quite. In fact, this is the gear as worn 
by Herman Ford's stunt-double at 
the recent Gamesmaster Live show, 
So it is sort of authentic Sort of. 
Whatever, this jacket and hat are the 
business, and both will no doubt be 
invaluable additions to your 
wardrobe. The winner also receives 
the official Indiana Jones trilogy box 
set on video (in widescreen, no less), 
as do ten lucky runners-up. 
So, what lies between you and the 
priie of the Century, Not much, actu- 
ally. Elsewhere on this page you'll 
see two seemingly-identical screen- 
shots of a scene from Indiana Jones 
and the Fate of Atlantis. But careful 
scrutinisation will reveal there to be 
five subtle differences between the 
two. All you have to do is spot them, 
and tell us in which grid squares the 
discrepancies lie. Easy, 
eh? Well, get cracking! 
Once you've got it 
sorted, get your entry to 
us on the back of a post- 
card or a sealed envelope 
and send it to us at: JACK- 
ET HAL HAT JACKET, The 
One, Priory Court, 30-32 
Fairing dan Lane, London 
E CI R 3 AU. Entries to 
arrive no later than Jan- 
uary 21 st please, because 
that's the closing date. 



THE RULES 

Employee* of EMAP Images, 
US Gold, their friends and 
relatives are not permitted to 
enter. Th# editor's d«ision is 
final and no C orrespondence 
will be entered into, Arid J II 
that. 
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The future today? That's what Psygnosis seems to be 
promising with the imminent release of two games 
that are likely to redefine what's 'state of the art' on 
CD-ROM. David Upchurch is suitably impressed... 




Ask anyone in the com- 
puter industry about the 
future for home comput- 
ers, and they're likely to 
tell you that it lies in CD- 
based software. Commodore itself 
indicated its commitment to the 
medium with the release earlier this 
year of the A570 CD-ROM drive. The 
advantages speak for themselves: at 
le« than the cost of a couple of flop- 
pies yo<J have a hard -to- pi rate medi- 
um capable of storing over 600IVtb of 
data ■ and it's very hard to 'wipe' a 
CD! Agreed, CD's not perfect - it's 
notoriously slow to access informa- 
tion - but, like it or not, CD is the way 
forward.. 

..And nobody's more aware of 
that than the people at Psygnosis 
For the past two and a half years 
there's been a team hard at work at 
the company's Liverpool offices 
experimenting with CD-ROM and, as 
production manager Ian Grieve puts 
it, "learning every day", tan reckons 
that by the end of '93. CD-ROM will 
have become the dominant home- 
computer storage medium, and at 
Psygnosis they're well prepared to 
deal with that eventuality. 

Ai Stated earlier, one of the big 
drawbacks of CD is that it's not pos- 
sible to pull data of them at high 
speed - at best they're little faster 
than a hard drive - so getting full- 
screen animations is near impossible 



without special decompression hard- 
ware and/or software. However, as 
the intro animations to-the Psygno- 
sis games have shown, it's still pos- 
sible to puH off some impressive 
feats as long as you have the right 
know-how and are willing to do 
some hard graft. 

"Intros are always a big thing 
here," acknowledges Ian. "They give 
us the chance to show what a 
machine is capable of as opposed to 
how it will generally be used. The 
techniques learned during the com- 
pression and decompression of these 
images have been brought to the 
CD-ROM party and the skills entailed 
in both productions are somewhat 
parallel" 

The first fruit of the team's work 
was the Planetside demo for Com- 
modore's CDTV. "It was very suc- 
cessful for us," comments Ian, "It 



Just take a Dan- 
der at the 
pictures on this 
spread - aren't 
th*y spectacular? 
They're alt taken 
from Microcosm, 
a game Set insidt 
the human body 
with the player 
piloting a minia- 
turised subma- 
rine the body's 
organs and blood 
vessels in pursuit 
fit equally 
shrunken enemy 
droids. If you've 
seen fnnerspjct 
then you'll know 
the sort of thing 
to expect. 
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gave us the opportunity to show 
what was possible with a good deal 
of effort and an applied knowledge," 
However, Planetside barely scratched 
the surface of what the talented 
boys at Psygnosis are capable of. 
Take a look at what they've got com- 
ing up... 

MICROCOSM 

If you've ever seen the creaky old sci- 
fi movie Fantastic Voyage (famed 
mainly for Raquel Wekh in a tight 
rubbersuit) then you'll probably get 
the gist of what Microcosm's all 
about straight away, 'The game cen- 
tres around the president of a hi-tech 
corporation in a future world r whose 
body has been infiltrated by minia- 
turised robots and military devices 
of an opposing corporation/' 
explains Ian. "Your mission, in your 
miniaturised vehicles, is to seek out 
these enemies in the various parts of 
the body and neutralise their threat. 
"The game itself is a combination 
of hi-tech shoot- 'em -up and stun- 
ning movie-like graphic sequences. 







all edited together in a seamless 
interactive product Vou will have 
various vehicles to control and they 
will specialise in differing areas of 
the body. This brings about an inter- 
esting mix of action and passive edu- 
cation - a worthy combination ! 

The animation in the game has 
been portrayed as a wide-screen 
movie, with a combined overlay rep- 
resenting a status panel, Obviously 
the hardware platform does have 
limitations in that the amount of 
graphic information to be manipu- 
lated is restricted by the bandwidth 
of the CD. Our innovative compres- 
sion techniques allow us to over- 
come a large number of the prob- 
lems involved, though." 

Trying to get Ian to expand on 
how these techniques actually work, 
however, is a fruitless task, "What 
we've learnt from the development 
of Microcosm has given us a poten- 
tial edge over any other competition 
we may have and will therefore Will 
remain a closely-guarded secret for 
the immediate future,"' states a tight- 
lipped Ian. 



Microcosm first started develop- 
ment over two years ago "Since this 
time Microcosm has entered phases 
of high activity, alternating with 
holding patterns di we defined and 
redefined what the game should 
look like." comments Ian. "The final 
version of Microcosm bears a good 
resemblance to the game originally 
envisioned, but has been embel- 
lished by the technicaF advances 
we've made over the past two years. 
The whole product has now been 
fully defined and is in a state we are 
very happy with - expect it on the 
shelves in the middle of '93." 

DRACULA 

Psygnosis in film-licensing shock? 
Yes, it's true - Dracula is the compa- 
ny's first dabblings in the murky 
waters of film tie-ins, but when it's 
released in March Of '93 it looks set 
to blow all previous efforts out of 
the water. The film is already a big 
hit in the States, and apparently 
sticks closer to the original Bram 
Stoker novel than the hammy 



reworkings of Hollywood and Ham- 
mer Studios. It's got an impressive 
pedigree, with Francis 'The Godfa- 
ther' Ford-Coppola in the director's 
chair and Gary Oldman, Anthony 
Hopkins and Winona Ryder starring. 

What attracted Psygnosis to Drac- 
ula as the film to be their first tie-in? 
"As a film licence it's very appealing, 
both in the nature of the classic story 
and the combination of one of the 
finest studio/director teams in the 
movie industry," explains Ian, "It's 
only fair to produce a licensed game 
which is a decent representation of 
the original product and not simply 
a platform game with modified 
graphical characters." 

"The game's an extensive action 
odyssey in which you have to battle 
Dracula in his various guises in set- 
tings which are prominent in the 
film. The ultimate objective is to pre- 
vent Dracula completing his das- 
tardly plan. The backdrops for the 
gamp were faithfully recreated from 
the original studio blueprints and 
testimony to this can be found from 
viewing the movie " 

In a real first for movie tie-ins, the 
game features extensive use of 
footage from the actual film, which 
raises the issue of character rights. 
Other companies have had terrible 
trouble getting permission to use the 
likenesses of the actors in their 
games. "The character rights issue is 
an interesting one," agrees I an, "and 
Gary Qldman kindly agreed to the 
usage of his image in the game, It 
was not necessary to use other char- 
acters as they are adequately catered 
for in the game. We used our own 
people as models for the characters 
and created costumes in-house for 
blue-screen work to be rofoscoped 
into the game. This gave us an inter- 
esting experience in that we were 
making movies for the game, albeit 
on a smaller scale." 

Considering that Dracula is a 
game based around a fairly-graph 
ic horror movie, one wonders 
whether the game will be too 
'adult' for the games market, 
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"I agree that the film is not aimed at 
children," says Ian, "but the story in 
this movie is presented in mpre of a 
fantasy environment as opposed to 
Gothic horror. The game follows this 
vein (excuse the pun!) in that it will 
appeal to audiences of all ages. One 
should be careful not to patronise 
the potential purchasers of CO-ROM 
product as these games will lift video 
gaming from a childish pursuit to a 
sophisticated and intellectually- 
rewarding experience." 

Does Ian see Draeula as leading 
the way to a new generation of film 
licences? "Draeula is heralding, on 
CD-ROM at least, a new era of video 
games," he agrees, "and, due to the 
combination of film and game, 
movie tie-ins are the most obvious 
route to follow," 

Computer owners will be happy to 
hear that they haven't been forgot- 
ten. "Draeula will make it onto flop- 
py and wilt basically follows the 
same storyline,'' explains lan r "but 
the compromises between CD and 
floppy will be stunningly obvious 
when both products are run side-by- 
side: 600 megabytes versus 1 
megabyte will give a visible differ- 
ence I " 

THE FUTURE 

So how much do Microcosm and 
Draeula tap the potential of CD? 
"The potential of CD-ROM is a diffi- 
cult item to define," considers Ian. 
" Because this is such a new med i urn, 
many people have varying views as 
to what a product should look like. 
The simple answer is that there are 
no precedents set in this arena and 
we are writing a new page every- 
day." 

But is the day of the truly interac- 
tive movie far away? Ian laughs, "it 
would be very nice if somebody 
could exactly define what an 'inter- 
active movie' is!" 
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THE TEAM BEHIND THE DREAM 

There's a Vfltl number *f talented artists, programmer* And designers 
working on PsygrtOfls' CD-ROM games, with their effort* coordinated 
by Ian Grieve, ttie production manager. "H** my responsibility t» ensure 
project* flow as easily at possible," explains Ian. "This involves many 
tilths, from efficient third^pnrly liaison f understanding what the *ntarMl 
companies involved expect arid require] to providing the relevant mate- 
rial* to my artists and programmers when they'rB rettjiiired.." 

"ThB Whole production is wery modi a team effort, with each member 
contributing specialised *k ills at every Stag 6 °* tBe project, CD-ROM titles 
require highly-skilled people to work in unison and here at P*ygnosis 
we have an abundance of very talented people !" 

And here thee all are, in no particular order. Take a deep breath, eyes 



ARTISTS 

Neil Thompson, Lee Corus-HlesttOtt, Garuan Corbet*, Jleff Hramf itt, Jim 
Bowers. NGrtl Sutton, Hkky CarUt-Westcott, (Hike Ulfaterfortb, Cbris Mum* 
and Gary fiurley. 

PROGRAMMERS 

Paul Frewin, Chris Wylrc, Gavin Dodd, John Gibson, Pave Berisford, Kenny 
Everett, Mike Anthony, Andrew Toon, Simon Moore, Stuart Sargasson 
and Dominic Mailinson. 

DE5IGHERS 

Tony Parke*, Nictt Burcombe and Nik Wild. 

MANAGEMENT & PRODUCTION 

Ian Hetheriiigton, John White, Ritftard Browne, Graham StaftWdw Phil Mor- 
ris and, of course, Ian Grieve. 
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Draeula Is far different in style to 
Microcosm, and employs detailed bat 
grounds and sorites created from rot( 
scoped actors to recreate the mood an 
atmosphere of the forthcoming movie. 
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CARTOON LAND GONE BAD! 

Whilst publishing his underground comic Jack Deebs has unwittingly created 
a parallel universe inhabited by cartoon characters known as DOODLES . 
You are transported into COOL WORLD and seduced, through engaging 
messages, by the Doodle vamp,,. HOLLI Visual jokes and gags punctuate 
pur adventure as pu hop to and fro between reality and COOL WORLD. 
But Hollfs dream is to shed her Doodle indenfify... to become a real woman 
- with a real interest in Jack! hp[l ; * J" 

A DREAM WAT COULD m 

DESTROY BOTH WORLDS! UH^ 
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OCEAN SOFTWARE LIMITED 
2 CASTLE STREET CASTLEFiELD 
MANCHESTER. M3 4LZ 
TELEPHONE: 061 832 6633 
FAX: 061 834 0650 





PROJECT: Super Hero 
PUBLISHER: Psygnosis 
DEVELOPER: Kage 
Antony Ball (Programming) 
David Bland (Graphics) 
INITIATED: Early 1991 
RELEASE: Early 1993 



fuper-uillain Apex 
-e of hi* many 
S, in this case 
intj up to make 
'level loading less 

strain. And he's 
harder thsn this 
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Ever fancied being Bat- 

man, Superman, 

Wonder Woman or the 

Shadow? How about 

all of them at once? 

Psygnosis' latest claims 

to be able to transform 

even the weediest 

gamesplayer into the 

superhero of his or her 

own making. Gary 

Whitta's spidey sense is 

tingling... 



YOU see, the problem With 
most computer game heroes 
is that they're just so, wall; 
fragile. Chuck a few hundred tons of 
rock or a thousand-megawatt laser 
beam at them and they're out for 
the count. Hardly the sort you'd 
choose to go out and save the world 
from a genetically-engineered super- 
villain. No, to fight a super-villain 
you need a superhero - and the lat- 
est game to bolt from the Psygno- 
sis stable next Spring has got plen- 
ty of them. 79,228, 1&4,<MO,000,- 
000.000 of them to be precise. 

SuperHero is the first project to 
come from shiny new development 
team Kage, and when it comes to 
heroic characters it certainly doesn't 
mess about. The game allows the 
player to create his own super- 
hero (or heroine, of course) 
from scratch, customising the 



character's look, gender and special 
abilities before embarking on a 
world-saving mission against the evil 
Apex, the super-villain of the piece. 
You want laser beam eyes? You got 
'em! You want to be able to fly? You 
got it! You want invisibility? You got 
it! The story goes that the muscle- 
bound fiend Apex has been created 
after a genetic experiment goes 
wrong, and is now holding the 
world to ransom. Only by creating a 
superhero of similar powers and 
abilities through the same gene- 
splicing methods do you stand a 
chance of saving the world. 

"We wanted to make a game 
where you could recreate existing 
Mjpf rheroes, and not only those of 
the big comic houses like Marvel and 
DC but those of some of the small- 
er publishers like Innovation and 
Dark Horse," explains Superhero's 



(Below) The genetic lab, where 
Superheros* are created prior to play. 

Once the costume fits, the super abilities 

can be adjusted by playing with tht 

coloured t*St tubes in the bottom right 




co-creator David Bland, who's also 
produced the game's swish graph- 
ics. "I've always been a comic- book 
fan - Marvel and DC, and particular- 
ly of graphic novels like Watchmen 
and V For Vendetta." The game, 
Kage admits, was inspired by char- 



acters like Batman "and other odd 
characters that haven't appeared in 
games yet." The influence of those 
graphic novels is certainly evident in 
SuperHero, which is based more 
upon the darker portrayal of super- 
heroes in modern comics, rather 
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than the squeaky-clean image that 
,vas prevalent In the genre's early 
days. 

Hero-creation elements aside, 
SuperHero Is essentially a scrolling 
glatform-based beat -'em-up in the 
Traditional vein. "Dave's a fan of 
aeat-'em-ups and I'm a fan of piat- 
■orm games," says programmer 
Antony Ball. "So we mixed the two 
:o make a very dynamic game. We've 
tried to give it a Japanese feel." 

In Super Hero, the player first cre- 
ates his super persona by fiddling 
with their genes (stop laughing at 

the back) in the laboratory, 

■hen taking the character, 
with all his customised abil- 
ities, through multiple eight- 
way scrolling levels, includ- 
ing the city rooftops, a 
warehouse, sewers and an 
industrial complex, taking 
on an army of goons sent 
out by the infernal Apex 
along the way. "The super- 
hero's moves are very pow- 
erful, so you can knock bad- 
dies in the air, split them in 
two and knock their heads 
clean off," boasts Antony. 
The baddies range from 
humanoid thugs to muta- 
tions with special powers. 
On the last level all the bad- 
dies from the previous level 
will reappear far the final 
battle" 

The actual abilities avail- 
able to your hero during the game 
depend on what you get up to in the 
laboratory beforehand. We all know 
how important a superhero's cos- 
tume is, so it's possible to kit your 
character out in almost any outfit 
imaginable by adding items of cloth- 
ing (belts, gloves, boots, masks etc) 
and then altering the colour scheme 
to taste. It's possible to recreate just 
about any famous comic-book hero 
by mixing and matching the right 
garments. Once the character is kit- 



We wanted to make a 
game where you could 

recreate existing 

superheroes, and not 

only those of the big 

comic houses like 

Marvel and DC, but 

those of some of the 

smaller publishers like 

Innovation and Dark 

Horse." 

David Bland 
Super Hero graphic artist 

ted out, choose their sex (which dic- 
tates the special powers available), 
then play with the various DMA 



(Right) As with all Psygnosis 
games, SuperHero comes with an 
animated intro sequence, in this 
case depicting the super-vil Iain's 
explosive escape from the genet- 
ic lab where he was created. 



(Below) The SuperHero comes up 
against alt foes during the 
course of the game, including 
poisonous billowing Clouds that 
zap his energy on contact. He 
may be super, but he can still 
o&e a life by tailing off the bot- 
tom of th* screen Of running out 

of super energy whatnots. 




{Above) Leaping to deal out jus- 
tice to one of the game's many 
had guys. 

{Right) The most powerful punch 

comes complete with a bolt of 
energy that flies across the 
screen, lapping baddies. 



strands to create varying degrees of 
strength, agility and, of course, 
super-powers. When a superhero is 
complete, their genetic make-up is 
expressed as a chemical formula, so 
players can instantly recall favourite 
heroes just by retyping the genetic 
code, 

"We've tried to combine the styles 
of Dave Gibbons and Katsuhiro 
Otomo," says David, commenting on 
Superhero's graphic look. "'But we 
don't want it to look comic, We 
wanted to recreate the dynamic 
action of a comic book without the 
POWs and THWACKs." Even though 
this is Kage's first game as a team 
(Dave and Antony have worked on 
thirty games between the, however), 
they're confident that SuperHero will 
wipe the floor with the competition. 
"It's not just a beat-'em-up, it has 
platform action and the fighting will 
be finger- numbing," they say. "And 
the ability to design your own char- 
acter makes a big difference " 

Having worked on the game for 
the last 18 months, Kage have 
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(Leftt A particularly impres- 
sive aspect qf SuperHero is 
the super flying headbutt 
thajt trie main character is 

capable of unleashing on 

his foes. In addition, the 

player can 'beam up" his 
punch by holding down the 
fire button. The longer it is 
depressed, the more pow- 
erful the strike will be. 
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almost got SuperHero finished - the 
hardest part, they say, has been 
keeping the game running at a 
decent speed and making the 
changeable hero costumes work 
properly. "Now all we need to do is 
assemble the jigsaw, put it all in 
order and fix some bugs. Oh, and 
complete the last two levels," says 



Antony. The music is being handled 
out of house by Full FX. the team 
that produced the sonics for The 
Killing Came Show. "The music will 
be in a John Carpenter style," says 
Kage. "There will be nine tunes 
each with three separate parts, 
and 30 sound samples making 
60 different effects." 1 
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For the past year or so Westwood Studios have been beavering away on a game which 
will, they hope, revolutionise the strategy game genre- Simon Byron, our resident enthu- 
siast, found out exactly how they intend to do it. 
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If you played the original Dune 
game developed by French coders 
Cryo earlier or in the year you 
might well have been impressed - 
and quite rightly too. It received an 
impressive 90% way back in June 
and was regarded by some as a seri- 
ous contender for Game of the Year 
1992. Not content with narrowly 
missing out to Sensisoccer for the 
prestigious priie, Virgin will soon be 
unveiling another Dune game which 
would no doubt be travelling under 
the ad line of 'Think of it as a way of 
life' if only Legends of Valour hadn't 
got there first. 

Westwood Studios, the team 
behind the game, already has a rep- 
utation that most other software 
companies would die for. They've 
been responsible for such top sellers 
as Eye of the Beholder 1 and 2 and, 
more recently. The Legend of Kyran- 
dia. Westwood's Dune is a far cry 
from the Cryo game - this sequel is 
far more strategy biased - and 
revolves around three Houses bat- 
tling for supremacy on the desert 
world of Arrakis (known to its mates 
as Durve). "Houses? Arrakis? What's 
going on?", Ah, let me explain,. . 

Dune, the book, was penned by 
Frank Herbert and is easily one of 
the most original and inventive Sci- 
ence fiction novel* ewer written. It's 
set 1 0,000 years in the future where 
the ultimate source of power is 
Melange, a mind-expanding spice 
that will only grow on the world of 
Arrakis, It's so rare and expensive 
that people will do almost anything 

to obtain it. And whoever controls 
the spice, controls the gaiaxy.- 
Westwood's game is set, unsur- 




Oune, the planet, i« nearly unhabitable because of its high temperature an 
Stantly sweep acrOS* th* terrain. As a result of this, all homes are in band ' 



nn the clouds of noxious gases that ton- 
A for the new Council Tax. 



prisingly, on Arrakis, To encourage 
rapid spice harvesting, and the sub- 
sequent profits that he can make, 
galactic ruler Emperor Frederick IV 
has invited three Houses (the futur- 
istic equivalent of noble families), 
namely the Atreides, the Ordos and 
the Harkonnens, to compete In a 
mining 'competition' -type thing, 
Whoever delivers the most spice 
gains sole governorship of Arrakis 
and a share of the future tax rev- 
enues. With a prize like this you can 
be sure that the competition 
between the three Houses is going 
to be fierce. 

Each House works entirely differ- 
ently to the others. The House of 
Atreides consists of idealists and 
their whole lives are run by honour 
codes and Utopian ideals. Their men 
are unquestionably loyal and morale 
is always high. Whilst this may 
sound noble, the Atreides some- 
times underestimate their opposi- 



tion because they think that they 9m 
invincible. 

The House of Ordos, also known 
as the 'Cartel', is full of smugglers 
and thieves. Their methods often 
involve sabotage but they do not 
take unnecessary risks and careful- 
ly plan everything right down to the 
last detail. If one plan begins to fail 
then they'll have a number of con- 
tingency options which can 
be put into action straight 
away. If they have to fill a 
spice quota they would pre- 
fer to steal the Melange 
from the enemy, rather 
than spend the time and 
credits actually doing it 
themselves. 

Finally, and most horri- 
bly, is the House of Harkon- 
nen. These really are evil 
sods who think nothing of 
murdering their own peo- 
ple, let alone a member of 



an opposing House. If they want 
something they will stop at nothing 
and their tactics have often includ- 
ed suicide runs and total devasta- 
tion. 

Whilst you can choose to play 
whichever House you like, the three 
options can also double as difficul- 
ty levels with the Attreides being the 
easiest and the Harkonnen being the 
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PROJECT: Dune 2 - Battle for Arr 
PUBLISHER: Virgin Games 
DEVELOPER VUestwood Studios 
INITIATED; Spring 1991 
RELEASE: Early 1993 




toughest (I'll let you work out for 
yourselves what House you'd select 
for the medium level}. 

Dune 2 is being developed in 
America and is the brain child of 
Brett Sperry, Westwood'S 'president' 

that's what they call 'bosses' in the 
States, you know). What did he set 
out to achieve when the game was 
initially at drawing- board stage? 

"We wanted to create a game which 
was easy to learn and difficult to 
master/' he replied, "You don't have 
to read a long and boring manual to 
learn how to play. In fact, all of our 
focus groups picked up the game 



If you play as House Markonnert, this 
bloke will advise you, 

within the first five minutes without 
reading a manual at all, the interface 
is that intuitive."' 

How well will newcomers to strat- 
egy games fare when confronted by 
Dune 27 "We're hoping that because 
Dune 2 begins with a few simple sce- 
narios [namely just to earn a set 
amount of spice or credits], people 
who are new to strategy games will 
have a chance to learn the game 
before the more challenging mis- 
sions are introduced." Brett replies. 
"Those who are more adept at strat- 




egy games will quickly move onto 
the harder Jevels where you have to 
destroy all opposing Houses whilst 
harvesting spice to earn the credits 
necessary to wage war." 




Brett is pleased with how the 
game's turning eut r especially in 
regard to the game's sound. "One of 
the most exciting aspects of the 
game for me is the sound effects 
and the digitised speech [provided 
by the developers at Westwood Stu- 
dios], The game actually talks to you 
as you play. Your units acknowledge 
your commands and you can actu- 
ally hear the whoosh' of rockets fry- 
ing through the air and the 'squish' 
of infantry as your battle tanks crush 
them. The explosions literally rock 
your video display!" 

There .^re some obvious advan- 
tages and disadvantages to playing 
each House, as Brett explains, 
"House Harkonnen is my personal 

The Missile Tank has a long range 
stike capability and moves faster 
than the heavier Battle Tanks, 






.ini mated introduction ll impressively moody A 
huge battle is fought in lfQJit of your vefy eyes along 
with a rousing 10Wndtr.uk .tnci meaty iuunil effects. The 
*tory is told by several (haf,iitfr^ (shewn h*>r#) with the 
screen* behind then* (jmimMing nicely, tlin creature in 
the screen to the fa* right ic a S.indworm (also known as 
a Shai) .111 cl they are uiualfy a problem to deal with, 
Much like the monster- in Tr«mwr*, thr Sand worms at* 
attracted to all hinds of vibration* through the earth 
e-.peci.il ly th* *'W* of the spice-rnining v.irit'ty - and 
often appter at When you least espeft 1lwm. If you do 
bumjj inJo .iny, It will usually mean 1 rouble with .1 capi- 
tal 7 -is it's nut uncommon to love a larg* portion of your 

army in line Sfthdworm .lU.iih. 
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favourite because they have the 
Death Hand Missile and the Devas- 
tator Tank. Many people here enjoy 
House Atreides because they have 
the Sonic Tanks and Fremen. The 
Ordos are pretty cool too, because 
they tan use saboteurs and Devia- 
tor missile tanks. I guess house 
selection is a matter of personal 
taste, but I recommend trying to 
conquer Arrakis with each house. 
There is a different ending for each 
when you win the game- 
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"Dune 2 uses Westwood's Com- 
mand and Conquer engine which 
took four man years to create. We 
plan on releasing another game 
using the C&C engine, tentatively 
called Command & Conquer: 
Fortress of Stone in the summer of 
1993. 1 can't say too much about it 
now, except that it won't take place 
on Dune or in that timesphere. I'm 
very pleased with the way that Dune 
2 is turning out. I know that every- 
body who will play it wilt have a 
tremendous amount of fun and find 
it incredibly addictive." 

Dan Marchant at Virgin Games 
London HO is heading the English 
side of things (he's responsible for 
everything from liaising with West- 
wood to getting the manual trans- 
lated). I asked him why Dune 2 is, as 
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The actual game screen is a handy coh 
lection of all the things you could 
possibly need. From here you can 
instantly check on your financial 
state, command your troops and 
check on the situation in an part of 
the terrain, Although it looks a little 
like Sim City, the actu.tl game is f jr 
more involving than those two,, com- 
bining frantic combat action with 
more brain taring strategy The dis- 
play changes occasionally to allow 
you to see what equipment you can 
purchase or build. The display to the 
left shows a Wind Trap, an essential 
building which provides power and 
water to the surrounding area. The 
ducts protrude from the ground and 
funnel wind below the surface into 
turbines which then power the gener- 
ators and humidity axtractors. If you 
don't want to buy the displayed item 
then you can setect another by 
cycling through the available options. 



atever House you 
decide to play as, you 
can still be sure off a 
tough time on Arrakis. 
All three sides" have 
different methods but 
their goals always 
remain the same ■ mine 
as much spice as they 
can whilst ensuring 
that the other Houses 
have as many problems 

icissible. 



There are a number of available 
Units to command during your time 
on Dune. The Harvester is an essen- 
tial vehicle which separates the 
spice from the sand. Unusable sand 
is dumped through the exhaust sys- 
tem end the Harvester will return to 
the Refinery to process the goods. 

Brett had said, "incredibly addic- 
tive". "It's very simple to play'" he 
replied. "It's got one of the simplest 
point-and-clich systems ever seen, as 
is the Westwood tradition these 
days. It drags you into the game 
until you end up madly clicking 
away, desperately trying to fight of 
the enemy whilst maintaining your 
installations. 

"It's a little like the old Beyond 
game, Psytron, in that respect 
[that's going hank a long, long way], 
where you controlled a single base 
which had to be constantly repaired, 
only Dune 2 is about ten times more 
advanced than that. You're con- 
stantly switching between attacking 
the enemy, defending your base, 
building new parts of your installa- 
tion, developing new weapons, pro- 
ducing new weapons, harvesting 
spice... the list goes on, but it's all 
performed with a simple point-and- 
go system . 

The combat element plays a vital 
role in the game and works very 
similarly to a wargame, "There's a 
radar on-screen which allows you to 
keep track of where everything is 
and you can jump to any part of the 
landscape at any time by clicking on 
the radar," explains Dan. "Then you 
select any part of your equipment 
(either a mining machine or an 
offensive vehicle) and give them 
orders via the mouse or a keyboard 
shortcut. You can tell them to attack 
a specific area or guard your terri- 
tory - it's basically a matter of select- 
ing the vehicle and pointing at 
where you want it to go. It works sti 
quickly that the whole operation can 
be performed and in progress faster 
than I can actually say it." 

Westwood and Virgin are hoping 
that this revolutionary interface and 
the atmospheric scenario will appeal 
to all types of gamers, from the 
hard core strategy masters to the 
novice. You should be able to judge 
for yourself when the game's 
released in the next few months. 
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KJ.S Gdd arc ptaowdlo announce 

the bunch of KIXX XL. 

KIXX KL hcs. been developed to 

bnng you nSe vary bast in computer 

entertainment. 

Working in partnership with me L— 

World's finest software publisJwrs 

LyoqsArts Games, MicroPros*, 
SSI. Access,, Ctelphine> Software & 
U.S. Geld, we oftef you a range of 
rifatpor tXctUmai 

KIXX XL combines, to gi** ySu 

^fiHiy of the ihfiils and excite- 
^--— ^^ msnl of top quality Highl 
and sport simulations. 



tJtUU ^ '^ ^^^ °' 9 arr * 
V--'"'* pby you demand in 
quoliiy role playing gomes. 

JUjT of fhe 'attention to dolail' 
*^«^- J *' - synonymous wilt', 1op 
quality graphic advenlurBS. 
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ANDREW WRIGHT 

Artarkfting Manager, Virgin. 



How good A **ar has 
1992 been for the 

Amiga? 

It's been in inter citing year. This li 
the year In which Commodore IMffli 
to have finalry woken up and discov- 
ered Che potential of Hie Amiga li in 
all-round garnet machine. 



Which have been the 

most important Amiga 

games of 1993? 

I don't think there hai been a really 
important Amiga gun* this year. AN 

the big Kimri seem to have been con- 
verted over (torn the PC Zool wai 
interesting, but there haven't been 
any mega-m lie stone products like 
Lemming*. 



What has been your 

favourite Amiga game 

from the last year? 

I haven't got one. IV* started playing 

PC garnet- 



Has the Amiga game* 

scans really fwograyssad 

over the but year? 



Mo. Tiler* seem to be very few Orlg 
v for if-- 
Amiga any more, fhe console i 
ht> StOrtn * rot of the developers 
the arcade market. 



nal games coming nut only for 
Th* I 



CARY BR ACE Y 

Software Director, Ocean. 



Over the last year Hie Amiga hai 
maintained a pretence as cm* of the 
leading formati In Europe, and we're 
very pleased with it* continued suc- 



I don't think there have been any real- 
ly ground- breaking games this year, 
bilthe overall quality and startdAr-d 
of game* generally ha* improved. 



Hie one that I ItHI play an awful lot if 
Pushover, and that's no hype or bull, 
Other than that, Sensible Soccer. 



CD: I think there hit b**n a genera 
upiurge in quality, but the problem ■ 
rtijit 3 lot of creative mlndl have beer 
distracted by the consoles and tin 
opportunities thai they offer. frUybi 
lt v s limply because lorn* of the bett 
laJenl has been poached. 



MARTYN BROWN 

Managing Director, Team 
17, 



I think rt'i been a good one general- 

ii trie hype 

behind the consoles and the pressure 



ly. tipei.ia.lly considering 



il'i brought Ofl Commodore in the 
games field. I still feel It's holding its 
own. The A12OT Nil the mailer 
stroke, H's Just a pity it wasn't ilirht- 

ly earlier io that retailers could shift 
lots ot unib at Kims, 



That's a difficult question, Lots of 
ijimi'i have been either licences or 
conversions from another format ' 
suppose Another World was worth 
talking about and I have to admit I do 
lice the new version of Sensible Soc- 
cer -tow that they've fixed the deep- 
en - and, let's tare B. that was a very 
important Issue! 



Personally It's been a. toss-up 
between Civiliiabnn, Pinba.ll Fantasies 
and the new version of Sensible Soc- 
cer, but I realty (and I mean really) did 
like CmiliMtmn. 



I would lay so. If only because 9»v 
of all new product l< now 1Mb spe- 
cific. When we announced thai m 

ail we were going to do |age* ago 
might addl people scoffed. I think (V 
games hive gat brrter technically artf 
you can't get away with any oldenfe 

these days, although some people it 



; days, although i 

feel they call. 



KELLY SUMNER 

Managing Director, Com- 
modore UK. 



I would say that 1992 has probably 
been the best y**r In the Amiga's hit- 
lory SO far as volume of sales is con- 
cerned. I would ako say that it's been 
even more eircltlng because of the 
advent of (he A 1100 and the AA 
chipset technology. 



I think there hare been a number of 
very good games. On the arcade side 
Zool, closely tallowed by Putty and 
The Humans, which Are both t rack- 
ing games. On the more serious side, 
I'd say Civilization. The overall quali- 
ty of games has been steadily increas- 
ing 



I think It's got to be Th* Humans, 
because I played it on Gamtsmaster, 
and won the challenge. But It I play 
a gairia at home with my lady, it's 
Lemmlngi. 



I think so- We still haven't reach-** 
Ihe peak of quality and depth pens' 
ble with Amiga games, and wrlh th* 
new A13W chips** there's even m..- 
potent lal, 



STUART DIN5EY 

Editor, Computer Trade 
Weekly. 



If* been an excellent y*ar tor the 
Amiga. It's repositioned itself well, 

cashed In on the work that's been 
done in previous years and It's the 
only real home computer left 



Sensible *oee*r. - Beyond that Ifi * 

bit tricky for me, because I'm more of 
a sporty person. 



I suppose It would have to be Sensi- 
ble Soccer. 



I think It's progressed to a ctrtata 
Extent but has been held back by tht 
technical limitations of the ASOO/frK 
technology, Unfortunately it's all* 
been hindered because of piratj 
which Is always a problem. I do" 
think the Amiga has heen damage* 
by consoles - In fact, I think 1r; 
increased profile for video games thai 

. Sega and Nintendo has achieved has 

" rubbed off on the Amiga. 



JEREMY SMITH 
Managing Director, Core 
Design. 

SIMON JEFFERY 

Marketing Manager, Elec- 
tronic Arts. 



TOM WATSON 

Managing Director, Rene- 
gade. 



We have had an excellent year on the 
Amiga and Still f e* It *S our number 
one platform. 



The Amiga has Seen better years than 
199 2 but a lot has happened, and 
some quality software Is still Uome- 
what sporadically) appearing. Com- 
modore finally saw that the A5O0 was 
getting a little long in the tooth, and 
introduced the A6CMJ. More exciting 
still was the Introduction of the 1100 
featuring the AA chipset, which 
should ensure thai 1993 hi P far bel- 
ter year for the Amiga family than 
1*92! 



, «>cc*xl*nt Good new products 
and with th* A 1200 appearing, 
promise of a splendid future. 



Sensible Soccer - at last a game that 
Is better than Kick Off! 



Formula One from Microprose was a 
real corker. Obviously the likes of 



E 



Sensible Soccer have had a hu 
impact but some real quality can I 
found In conversions from the PC, 
Monkey Island 2, Fate of Atlantis, Civ. 
■Illation, etc- The most important 
titles of th* year will probably be 
released next month. Lemmings 1. 
The Humans, Street Fighter II, Wing 
Commander and The Chaos f ngln* 
should be interesting! 



Obviously I have to say Sensible Soc- 
cer for the way In which it has shown 
th* whole market how well a game 
can still sell. There Is talk amongst 
some publishers about th* demise of 
the Amiga (to be replaced by car- 
tridges!. Games like this (and Monkey 
Island. ZoOl and Formula One) show 
how much potential if out there. 



Apart from all the Core fames, of 
course, then formula One Grand Prfv. 



Formula One Grand Prix 



Guess- Go on. S«« If you can. 



Software quality has Improved. 



The Amiga games scene has seen ven 
little progression, although I'll «. 
back to those PC conversions and sat 
how well a number of them hart 
been done. What this y*ar has real 
shown the industry Is that the baS< 
format Amiga has outlived Its uietu 
lite. Continual disk swaps, slow load- 
ing, etc, make people wish they ha; 
a PC or even a console. Hard or Opt 
cal drives if* becoming essential ft 
highly Interactive software tha" 
today's sophisticated user experts 
Obviously this should make no dif- 
ference for simple addiction games 
but there have been few quality 
games of this genre this year, WiikkJ 
and Troddlers being the notable 
exceptions. 

Yea, as most games are more poikshec 
and sophisticated. The market 
more demanding, ensuring that n 
at sub-standard products don't dc 



DOMJNIK DIAMOND 

Presenter/ Associate Pro- 
ducer, C4's Games master- 
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From my stance as a consumer, its 
been an excellent year tor the Amiga 
despite all the console hype. Amiga 
ames are better and more varied. 

here's a problem, though, with Ihe 
advertising. I think that Commodore 
are trying to follow the consoles by 

copying me advertising Style, And the 
kid with the glasses In the ad looks 
too much like a young me.., 



?! 



Zool. Putty, Wllkid and Fire and Ice. 
for showing that the Amiga can do 
console style games better than the 
consoles! Sensible Soccer Vt.1 is the 
best sports came ever. Civilization for 
showing that you dnn'l need a PC to 
enjoy Wg PC-style games. And 
Pushover and Th* Humans tor prov* 
•ng that Intelligent games start on the 
Amiga. 



Sensible Soccer first, then Hinball Fan- 
taiiei, then Civilization, 



I think Its a bit ot a double-eegt* 
SWOrd, The Amiga can outdo the tor 
soles on platform games, but I get th< 
feeling that Amiga developers art 
being led by trends In the cartridge 
market and that's why so many plat 
form/arcade games are appearing 
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EIGHT PAGES OF TOTALLY BONKERS END-OF-YEAR 
MADNESS STARTS HERE! 

Well, another year has drawn to a close - but what do the people who really matter think 
about the last twelve months, and what lies ahead in 1993? We quizzed a handful of the most 
influential figures in the Amiga games industry to find out just what was going 
through their minds during this season of goodwill... 



What da you see happen- 
ing with the Amiga over 
the next year? 

■V* AliOO't interesting. I think It will 
«maln a dominant machine, espe- 
dadty line* the pricing li becoming 
"Mi reaNftk, If ft cunt (town further 
t would do even bette r. The on* 
advantage the Amiga hot over PC and 
*e consoles If that It'i a computer at 
•n affordable price, And it'i a damn 
food gimci machine. 

ivould like to think thai the A 1200 
will create a renewed interest in both 
Ae Amiga end home computers gen- 
erajry, ItTl be nearly . you can 'I ignore 
"he Amiga user base. It's a question 
■ ■ t whether people will derign l 
specifically for the A12 00 or do 1 
with a cut-down version for the 
MMVtJOO in mind. 

Continual improvements. H if pu-ssi- 
: t- with a move to producing 
enhanced versions tor A1200 
- ichint* and then a moil by the end 
?f the year to producing full-blown 
V12Q0 versions of (ime) with tut- 
::wn A5&0 versions. I spe the Arnica 
— arket expanding, ax people sell their 
: d SOOs cheaply and upgrade to new 
*]Mi ■ if all mcini more uxerx and 
-.tt has to he flood for all Amiga 
-■vnerj. The budget market will alio 
become more important. 

i've cot no reason to think there 
loulfl be any decrease In sales. Our 
dedication to CD technology will 

ncreaae. It's now getting difficult for 
iMibllxhers to produce games oft 3.5" 
: ski. Probably 1993 will tee the firs! 
nui volume sales for CE> games. 



-, A12(MJ will sell well in it: current 
■oral, and I wouirf massively enpect ft 
tn re emerge for Jtmax next year with 
ui in. built CD drive. I expect to see 
*f A1 I0C> and CDTV minded togeth- 
er tn create one big multimedia 
machine, perhaps for £39*. The eikt. 
■ng A500 technology will gradually be 
Jhastd out thlf year. I think. When 
rou have two machinrn that are to 
umNar, It'i belt to move away from 
:he old technology , In fact I heard a 

jmuur that they may nuke the A5DD 
■he new Commodore #4... 

test software, better quality. 



rt'ell. Commodore are pushing what 
they call The Amiga Family', What 
soes that mean to you? The 1200 hot 
■ sexy tech spec and if It attracts the 
developers away from console and 
PC, it should breathe wn» Ufa barfs 
into the Amiga game i marketplace). 
Commodore obviously have much up 
:nelr sleeves; the Amiga brand hat a 
huge presence In Europe, id we 
e.pect big things nest yearl 



The Interesting arr.i will be to «[ if 
the market accepts the CO as a form 
of memory storage- If they do, then 
■MS will be very interfiling Indeed. 



It will have a diff Icwlt time because 
the Megadrlve and Super Nintendo 
ore going to explode over Chrlrtmas- 
i think that the console user base will 
icon be oi large as the Amiga user 
base. 






Will the A1JOQ he* 
success as a gam** 

machine in 1933? 
It's difficult to say. What's that songf 

Too little, too late?' It'; broody nice, 
but at the end of 1993 how many 
units are there going to be? We're 
looking into A1 260 versions of the PC 
software. 



I believe that with the right market- 
ing, which Commodore seem to have. 
the A120C ton repetition the Amiga 
ax a desirable games machine for the 
man market. 



i don't know yet., Maybe towards the 
end of the year when real ais-klcklng 
gear emerges, but until then I doubt 
It, Owners wiN be happy enough with 
their new machine and enhanced ver- 
sions until the software support 
arrives. I think they'll be happy with 
PC VGA converts for a while - that Is 
if they have a hard drivel 



Undoubtedly so. I would say we're 
going to start 1M3 with a significant 
backlog - we've already solo 39,-040 
A 1200s". We have a number of pub- 
lishers already willing to put their 
balls on the lint and develop original 
product for the machine- And pub- 
lisher ccmtrtiltment will Increase as the 
year goes on. They feel happy with 
the technology, and the Amiga has on 
incredibly strong brand Image. 

H'x the only way it can be a success - 
they have to sell it as a games 
machine and brand It as the techni- 
cally-superior games computer. 

They've got the major publishers In 
now, but no-one 'x going to be rush- 
ing In any more until Spring when 
there's same product Out ajl a people. 

have had a chance to see that It'i like. 



Only If Commodore realise that 
games sell their machines, therefore 

"What about some technical Infor- 
mation and hardware support of peo- 
ple who write games on Jtlll" 

I iike to think that the 1200 will be a 
successful tjamex machine. Judging 
from Commodore's press; launch, they 
certainty seem to have the major soft- 
ies developing flames utilising the AA 
chipset, SO fingers are crossed. The 
attraction of HAf/l-B should ensure 
that the programming talent moves 
iipward to the AA machines, and the 
repositioning of the AeJflO as the C64 
of the 90s should ensure that enough 
software gets sold to support invest- 
ment in the Amiga, family. 



Obv iou sly the A12O0 Is a Significant 
step forward front the 500/600. 
Whether or not that will provide a 
fresh market for Amiga games IS dif- 
ficult to say. What I Can see- happen- 
ing is that, given the 254 colours, the 
balance between Amiga and PC prod- 
uct will stabilise. At the moment, 
we've only had the machine long 
enough to plan for tompa facility. We 
didn't have sufficient notice for any- 
thing else. 

Again, It'i the price. Will anybody 
want to pay f 400 tor a games 
machine in the middle of a recession? 
I aiso think that further price battles 
between Sega and Nintendo will 
make console prices even lower, and 
next ytar we could see a Megadrlve 
for under a hundred pounds, Drop- 
ping the price of the AtVH to .E1» 
would be a brilliant Idea to pitch it 
against the consoles, 



What will be your New 

Year's resolution? 



i sound like an old humbug bastard, 
but I wont to get a PC 



What it your one wish 
for 19937 



That Virgin Games develop! its awn 
Intellectual copyright figure (Ilka 
ionic!- and that it f s a smash hit OCN»I 
all formats. And thai I've got a per- 
centage point In the merchandising 
rights. 







Andrew Wright 



Not to shoot anyone, to give up 
smoking, drinking, sen, partying... 
Walt a minute, It may cause me to 

have a longer life, but who'd want It? 



Not to get arrested and locked up at 
the next European Computer Trade 
Show... 



To fry and be u Innovative a* possi- 
ble with our products, and try to 
exceed the creative boundaries that 
exist now. 



That we can get all our releases out 
CHI time, that Howard Wilkinson sells 
off our back four in the lanuary sales 
and that our new offices won't be as 
cold as these. Sorry, that was three... 






KS: To give up smoking In corporate 
terms it's more of the lame, we' II try 
to increase the Amiga market. 



A two dollar to the pound exchange 
rate- That would make all my other 
wishes come true. And to see Amiga 
CD take off in a big way. 






Not to get tOO upset when 

knocked out of the FA Cup 



get That there is a huge backlash against 

the vldeo-games-versus- rock -and-r oil 
theory and that rock music can force 
Its way back into the hearts and 
minds of the nation's youth. 




Eat less McDonalds. 



That we can achieve ai many sales ai 
Street Fighter II did on Super Ninten- 
do and that Commodore finally sends 
us some technical specs- 



Never again stay up all night drinking Ken from Ocean doesn't arrange any 
with Ian Richardson at shows. Hot till more industry paintihovta. 
the next one anyway. 




Have a tidy office. 



For It to be as good at 1 992. 






To stop playing Sensible Soccer until 
they put an Arbroath side fn it- 



Thai the Manic Street Preachers 
would come round to my flat unan- 
nounced one afternoon for tea. Lots 
of my other wishes have already 
come true this year. 




Gary Brace y 




Martyr* Brown 



Kelly Sumner 




Jeremy Smith 



rery 






Dominifc 
Diamond 
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Awards 



Last week the computer industry popped on a train to London, drank a brewery of 

beer and attended The One Awards ceremony. Somebody had to stay sober and 
report the proceedings to you, our readers, so straws were picked and after an Edi- 
tor-type decision on the rules of straw picking (according to Dave, the person who 
selects the shortest must nominate the Staff Writer), it was decided that Simon 
Byron should wear the press badge and do a bit of roving. This is his story,.. 







********************* 

* 
* 




AS the year began to 
draw to a close and Cod 
thought about dimming 
the lights on 1992, the 
game-making big-boys 
attended the showbiz extravaganza 
that was 'The One Awards'. The cer- 
emony was held at art exclusive posh 
hotel in the heart of swanky London 
town and was attended by Fergie, 
who looked simply dazzling as she 
stepped gracefully from the back of 
her regal Mini 1000, Before the 
awards began, everyone was treated 
to a slap-up nosh, courtesy of the 
ever-generous Mike Frey r publisher 
of The One r which consisted of a cou- 
ple of tomato rolls (with optional 
seasoning) for starters, fish and chips 
(straight out of the newspaper, as it 
should be) and jelly and ice-crearn 
for dessert, 

Anybody who was anybody 
attended the do J ; Oliver Reed, Tqm 
Jones, Larry Grayson, Paul Daniels - 
the list goes on. All the top stars 
were eager to sit on The One team's 
table but only exclusive major celebs 
were allowed to rub shoulders with 
the guys, Fergie sat between Dave 
and Gdry (which they were rather 
pleased about) and the trio discussed 
the Royals in Crisis scandal at great 
length, Gary, seedy software journo 
that he is, spiked Ferg's drink with 



cheap Sainsbury's Lambruico and 
the subsequent info that he gleaned 
appeared in several tabloids under 
a pen name. S spent most of my time 
trying to (unsuccessfully) chat up 
Winona Ryder by the fruit machine. 
After the meal, the excited audi- 
ence hushed as Take That upped the 
pace of the already fast proceedings 
and opened the ceremony with a 
rendition of their top-ten hit 'It only 
takes a minute, girl'. Rob Carter, 
dressed in his favourite rave lycra 
shorts and a touch over the legal 
limit, decided that it might be a 
dandy idea to show everybody how 
to dance. When we last saw this sad 
creature he was being wrestled off 
stage by three burly security guards. 

THE AWARD FOR 
BEST GRAPHICS 




Once all the manky fruits and beer 
cans had been cleared from the 
stage, Terry vVogan entered from thp 
wings and cracked a few corking 
gags before announcing the winner 
of the Tony Hart Award for Best 
Amiga Graphics. 

After a drum roll, the victor was 
announced - Another World from 
Delphine, awarded because of its 
groundbreaking use of polygon-gen- 
erated visuals that captured the alien 
world feel perfectly. Unfortunately, 
due to Delphine being French and all 
that, there was no-one from the 
Another World team to make a 
speech so the trophy was hastily 
placed in a jiffy bag and sent over- 
seas, recorded delivery of course. 
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LOOK NO FURTHER!! 

FOR THE CHEAPEST AND BEST f f 

THE LAT EST TO P 50 GA MES FOR Y0URAM1QA: 



3D Construction Kit £ 

A10 Tank Killer 

Addams Family 

Airbus A320 

Aquatic Games 

Assassin 

Beast 3 

Big Box 2 (10 games) 

Bug Bomber 

Catch' Em 

Championship Manager 

Civilisation 

Crazy Cars 3 

Curse of Enchantia 

Dure 

F1 Grand Prix 

Fire & Ice 

Golf (Microprose) 

Hagar the Horrible 

Harrier AV8B 

Head to Head (Mig29 vs F19} 

Humans 

Jaguar XJ220 

Jimmy Whites Snooker 

John Maddens 

Kick Off 3 

Kings Quest 5 

Leisure Suit Larry 5 

Lemmings 2 

Lotus 3 

Lure of the Temptress 

Megalomania/First Samurai 

Monkey Island 2 

Nigel Mansell GP 

PGA Golf 

Pinball Fantasies 

Pool 

Premiere 

Rail Road Tycoon 

Red Baron 

Sensible Soccer 

Silly Putty 

Space Crusade 

Space Shuttle 

Special Forces 

Street Fighter 2 

Striker 

Sword of Honour 

Wing Commander 

Zool 



£34.99 

£22.99 

£15.99 

£24.99 

£15.99 

£15,99 

£19,99 

£19.99 

£15.99 

£15.99 

£15.99 

£22.99 

£15.99 

£22.99 

£19.99 

£22.99 

£15.99 

£22,99 

£15.99 

£27.99 

£22.99 

£19.99 

£1599 

£14.99 

£1599 

£15.99 

£25,99 

£2599 

£15.99 

£15.99 

£1999 

£19.99 

£24.99 

£15.99 

£19-99 

£15,99 

£15,99 

£19.99 

£22.99 

£22.99 

£1599 

£15.99 

£15.99 

£34.99 

£22.99 

£17.99 

£15,99 

£15.99 

£19.99 

£15.99 

small 
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The above represents only a very 
selection of titles that we stock. If you do not 
see what you want listed, please give us a 

call. * 

Given Hie nature a* o^meS publishers, we can ntH guarantee mat all 1ha above will be released by J^ 
trie bma this advetl ipp*ar*. Pteasa call u& to en«ck avsMafcilrty to avoid disappointment. 

Post & Packaging £1.50 - Securicor £5 

48 hour despatch (cheques 7 days) ^ 

Cheques should be made payable to SoftStore ^ 

Access and VISA cards accepted ^ 

SoftStore, Dept DTO, PO Box 1720, Slough, SL3 0YX ^ 

0753-683336 

******************** 
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E ONE AWARDS 1992 



THE AWARD FOR 
BEST SOUND 




Next up was the Van Gogh Award 
for Best Amiga Sound (which is given 
to the game which contains the best 
overall use of musk and sound 
effects). This trophy was presented 
by Cliff Richard, complete in lovely 
tennis togs, and after a few gags it 
was down to the nitty-gritty. 

The drum rolled once more, the 
computer musicians fidgeted and 
tried to hide their already-prepared 
acceptance speeches in their jackets, 
women fainted with ail the tension 
until, after what seemed like an eter- 
nity, the winner was announced - 
Wizkid, music written by Richard 
Joseph. A popular choice, it seems, 
the music and sound effects suited 
the game perfectly with jolly tunes, 
interesting 'farty J noises and a gen- 
eral 'fun r feel. 

A giant video screen flickered into 
life and a huge, beaming Richard 
began his Speech: "I'm sorry I can't 
be there in person to collect this 
prestigious award so I was wonder- 
ing if you could download it to my 
deposit account as soon as possible." 
Charming! Chris Chapman, pro- 
grammer of Sensisoccer, staggered 
up to collect the award on behalf of 
Richard and he went straight over to 
his great Sensible mates who were 
being anything other than sensible. 

THE AWARD FOR 

BEST TECHNICAL 

ACHIEVEMENT 



in this category. DCD r s Kevin Bulmer 
fought his way through the throngs 
of industry bods and took to the 
microphone: "Ladies and Gentle- 
men, I don't know what to sayl 
Words cannot adequately express 
how honoured I feel to accept this 
award. It must be said that this 
award is not just for me, it's for the 
for the whole team. I'd like to thank 
Ian Downend for thinking laterally, 
Graham Lilley and Paul Woakes for 
their unstinting efforts, Nigel Bune- 
gar, Steve Drysdale and Mo Warden 
for their tireless work in the graph- 
ics department and finally the won- 
derful David Upchurch [BSc] for 
accepting the huge bribe. Thank you 
all!" 



THE AWARD FOR 

MOST ORIGINAL 

GAME 




the stage to accept. "Your Royal 
Highness, Lords, Ladies and Gentle- 
men, it is my great privilege and hon- 
our on behalf of all of us at Sensible 
Software to take this well earned tro- 
phy and ram it up my bottom. Thank 
you very much indeed." 

THE AWARD FOR 

BEST SOFTWARE 

HOUSE 



THE AWARD FOR 

BEST GAME OF THE 

YEAR 




us 

o 



Time for the Christopher Biggins 
Technical Achievement Award and 
the atmos in the vast hall was so 
rasor sharp that Dave cut his face 
when he stood up to visit the toi let , 
This particular trophy was presented 
by Arnold Schwarzenegger who, 
with a minimum of fuss, announced 
the winner - Legends of Valour, 
developed by DCD and published by 
US Gold. 

An impressive display of pro- 
gramming trickery. Legends 
vns the only serious contender 



By now the show was over- running 
by about an hour so the display by 
the Red Arrows had to be cancelled - 
Major Tom Crazyman was, by way of 
compensation, asked to present the 
Stock, Aitken and Waterman Most 
Original Game Award- The clear win- 
ner was - ta-daa I - Wiikid, the wack- 
iest concept this side of pump-action 
toothpaste. 

Chris Yates, Sensible's drunken 
representative, staggered to the 
front; "Firstly, I would like to thank 
me for all the time and effort put 
into this game. I would also like to 
thank me for putting up with com- 
ments like 'Oh, it doesn't scroll' and 
'Wouldn't it be nice if.-.' but most of 
all Id like to thank The One for 
thanking us to thank me to thank all 
the kids out there for NOT BUYING 
THE [censored] GAME." 



THE AWARD FOR 

BES T PROGRAMMER 

OR PROGRAMMING 

TEAM 

People were beginning to get a little 
bored now and over at the Ocean 
table Ken Locklcy had built an 
impressive card tower which had 
reached six levels before Jim Willis 
(remember him) decided to pass 
wind. Meanwhile the roller-coaster 
ride of a ceremony continued in 
earnest with the Amos Professional 
Programming Award, presented by 
Jason Donovan. 

The winner was - wait for it - Sen- 
sible Software and Jon Hare leapt to 




The awards were reaching their spec- 
tacular climax - only three more to 
go! Sue Pollard exploded with all the 
excitement and had to be swept up 
by Jim Nettles who was, by now, 
fully tanked up, Don Brennan was 
wheeled on to present the Can't 
Quite Think Of A Pun For This Best 
Software House Award. For the first 
time in its brief history, it was decid- 
ed by the powers that be (namely us 
three) that it should be a tie between 
Team 17 and Renegade. 

Martyn Brown from Team 17, 
groggy but nevertheless ecstatic, 
beat Tom Watson from Renegade to 
the mike and began to speak: 
"Luwies... darlings... it is with (snif- 
fle) great pride that I accept this 
(sniff) prestigious award on the 
behalf of Team 17, We would like to 
thank everyone concerned for their 
fine input, the magazine types for 
their (sniff) support and absolutely 
everyone (sniff) who went out and 
bought themselves a Team 17 game 

"What with this and Leeds win- 
ning the championship (sniffle) this 
has been a truly remarkable and 
highly memorable year for everyone 
at Team 17 and we can promise 
everyone out there that we will do 
our best to make sure we can make 
a similar acceptance speech next year 
too. We would also like to offer a 
handshake to the Renegade bunch - 
we are happy to share this magnifi- 
cent award with them. Cheers!" 

Then, Tom Watson eagerly 
grabbed the mike from Martyn and 
launched into his speech: "It's been 
a good year for Renegade," he 
grinned, "having had the privilege of 
publishing two of the finest games 
of the year, namely Fire & Ice and 
Sensible Soccer. In addition, we have 
been able to follow through on a 
number of early promises, such as 
publishing CO games at a lower RRP 
than floppy and, hopefully, offering 
consistently good value for money 
for consumers and good creative 
conditions for developers, along with 
excellent rewards. If 1993 is half as 
good we'll be more than happy." 

The proud winners then started 
wrestling for the trophy, as we'd 
been too stingy to make two. 




So here it was - the greatest acco- 
lade that can be hestowed on a sin- 
glegame. A truly great prize like this 
obviously requires some mega- 
superstar to present it so who bet- 
ter to perform the duties than the b> 
the now-tipsy Winona Ryder? After 
a dazzling display of wit and gener- 
al well-observed social comments it 
was down to the real issue - name- 
ly the Bunny Bricks Game of The Year 
Award - 

Certain software executives 
couldn't trfkp the strain and four Or 
five of them had to make a beeline 
for the toilets to change their under- 
garments, The drum rolled for the 
final time and Winona announced 
the winner - Sensible Soccer. Let's 
face it there was only ever one real 
contender and Chris 'Chappers' 
Chapman was already half way to 
the podium when the winner was 
announced. 

"When we first discussed writing 
Sensisoccer we were still spending 
two hours a day playing another 
footy game, We really enjoyed play- 
ing it and have always admitted that 
it gave us many ideas. Now we rest 
our coffee cups on it. Whilst other 
football games continually shoot 
wide or hit the post we intend to 
volley high into the back of the net 
every time,.- Thanks for nothing, 
where's the bloody trophy?" 

And so, final award presented, 
the crowd degenerated into a fren- 
zied mass. Everybody agreed that 
the show was an immense success 
(especially the Sensible lads) and left 
feeling content with life, already 
looking forward to next year's cere- 
mony. From all of us here at The 
One, Merry Christmas and a snap- 
happy New Year. 



FOOTNOTE 
Apart from the sincerity with 
which the awards were presented 
and the acceptance speeches 
(which are absolutely authentic - 
hard to believe, isn't it?), every- 
thing else was totally fabricated- 
There was no ceremony, no 
famous celebs, not even any real 
awards - tight, aren't we? 
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PREVIEW 1993 




FASTER, 
HIGHER, 
STRONGER... 

Amiga games than 1992 
- and looking at some of the titles coming our way in the next twelve months, you'd 
have to go along with them. Over the next three pages we've accumulated the pick of 
what we believe will be some of the biggest, baddest and - yes! - beefiest games of the 
coming year. Of course, this is by no means a definitive guide - a year is a long time in 
software, and we can't predict everything - but we're pretty sure that most of those 
mentioned here will be figuring pretty prominently in 1993's software scene. Take it 
away, Nostradamus... 



...Three words that, 
with any luck, should 
do nicely to describe 
the general quality 
level of the Amiga soft 
ware that we'll be see- 
ing over the next year. 
As you've already read, 
most of the software 
industry is in agreement 
that 1993 should be an 
even better year for 



JURASSIC PARK 

Ocean 

"In terms of profile, Jurassic Park is going 
Co be Che next Star Wars*" 

Everybody in the know agrees ■ there's only going to be ONE film worth 
watching next year and it's Jurassic Park, Steven Spielberg's latest and 
■ if early rumours are to be believe ■ greatest- The film, which tells of 
a safari park set on a tropical island where the star attractions are not lions 
or tigers but genetically-engineered dinosaurs, is said to be the most expen- 
sive movie ever made and premieres in the US in June. The special effects 
are supposed to be THE most amazing yet seen and, as we get closer to 
the film's UK release this Summer, Jurassic Park mania is almost certain to 
hit fever pitch- This is going to he a monster movie in more ways than one. 
Never one to miss out on a good money-spinning opportunity, Ocean 
safely tied up the rights to this one some months ago, and already has the 
game well underway. It's being co-developed by two teams, one here in the 
UK and the other in Ocean's new US offices in San Jose. Would you believe 
us if we told you that Spielberg himself is personally overseeing the game's 
development? Probably not, but that's what we hear. One thing's for sure, 
huw^vp r thii is NOT going to be just another platform game. Firm details 



are scarce because the game, like everything else connected with the whole 
Jurassic Park project, is being kept strictly under wraps until the last minute 
"I think we have a number of titles which stink of quality. Put in term* 
of profile, Jurassic Park is going to be the next Star Wars," says Ocean's Gary 
Bracey, who's overseeing the game's UK development. "And we have an 
incredible game design to match, which is going to be totally unlike any 
other movie-style game that we've ever done." Bracey is never one to under- 
sell his forthcoming games, but you get the impression that he's not exag- 
gerating when he talks about Jurassic Park. We shall know more soon... 

RELEASE: Autumn 



BIGNE55 FACTOR: "* 
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BATAAAN RETURNS 

Kb nam i 

"We've made the graphics as dramatic as 
they could possibly be." 

Originally to be produced by Rage (who did Striker), Batman Returns 
is now being produced by Denton Designs and takes the form of a 
scrolling platform-based beat-'em-up. Each of the five levels is based 
on a specific film scene, from the early punch-up at Gotham Plaza through 
rooftop battles with Catwoman and the local cops to the final confronta- 
tion with the Penguin in the city's sewers. 

"The game's been done in the arcade style, but we've made the graph- 
ics and backdrops as dramatic as they could possibly be," says programmer 
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PREVIEW 1993 



John Heap. "Warner Bros wanted the game to look as much like the film as 
possible ." Gamep lay-wise, John is keen to stress that although its a scrolling 
platform thing, the combat is not to be played down, "I'd say that the com- 
bat will be comparable to something like Street Fighter 11/' he claims. 

Batman certainly wont be left wanting for equipment to help him in his 
fight against crime - the game has him kitted out with an array of weapon- 
ry, including batarangs, the decapitating b*tdi$CS and the famous grap- 
pling gun. The four-man Batman team has been working for just over three 
months and the project is scheduled to be finished by the end of February. 

RELEASE: SPRING 
BIGNESS FACTOR: **" 



SYNDICATE 

Bullfrog 

"We've taken a totally original concept and 
turned it into an exciting action same," 

A game which might be better known to readers of The One as its 
working title BOB, Syndicate is the first Amiga game from Bullfrog 
since Populous II a year ago. And although it's not as strategy-led as 
the blockbusting God-sim sequel, it's no less ambitious Set in the far future 
where the human population is controlled by microchips implanted in their 
h rains, the game easts the player as the head of a multinational company 
bent on increasing itsglobal powerbase. 

Achieving that task 
means wiping out the 
seven other corporations 
(each have the same aim) 
by issuing orders to the 
computer-controlled citi- 
zens. Orders can be any- 
thing you like - you can 
instruct somebody to be 
nice, or mow down a bus- 
load of grannies with an 
Uii. "It's very violent 
stuff," says Bullfrog's 
Peter Molyneux of programmer Sean Cooper's creation. A link-up mode 
allows up to eight people to play against each other and Bullfrog is con- 
fident that, despite the game's complexity, anybody will be able to 
master it in under a minute. 

"It's not a God game like Populous," explains Peter "Its more 
like a cross between Farad roid and..., oh, I don't know what else, 
it's more arcadey than strategic." After fourteen months 
work, Syndicate is nearly complete, and scheduled to be 
released in a couple of months. Peter is confident that 
it is going to be B.I.G. "What we've done is to take a 
totally original concept and turn it into an exciting 
action game, and we've done it in a way that is more 
graphically pleasing than anything you've ever seen 
before," he says. You can judge for yourself soon. 

RELEASE: IMMINENT 
BIGNESS FACTOR: **'* 



LOBO 

Ocean 

**¥ he violence will be very tongue- 
in-cheek. It's funny because it's so 
over the top. 



Judge Dredd' Grant, Lobo is an alien with a serious personality problem - 
he can t help but kill, maim, destroy and blow up every thing and person 
he sees. Needless to say. Lobo is seriously violent, and Ocean's Gary Bracey 
is insisting that the violence will NOT be toned down for consumption by 
Amiga gamers. 'Absolutely not," he says. "It will be as violent, but the vio- 
lence is very tongue-in-cheek. It's funny because it's so over the top. We 
wouldn't want It to look too realistic." 

The project is in the hands of James Higgins, the programmer who 
brought The Addams Family to the Amiga with no small amount of success 
Does this mean we can expect more platform exploits for our violent hero? 
"I'd rather not say, but it will be a little bit different/' is all Bracey will say, 

RELEASE: Autumn. 
BIGNESS FACTOR: **** 



APOCALYPSE 

Virgin 

"Apocalypse is going to be a bloody big 
game. 




It's excellent.' 
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ho the Hell's Lobo? Well, if you knew any- 
thing about comics you would definitely NOT 
be asking that question. Created by Alan 



probably one of the 
longest-awaited 
games so far this 
decade, Apocalypse 
first turned up well 
over a year ago and has 
been kicking its heels 
ever since. Originally 
created by the now- 
defunct Strange ways 
team, the fast-moving 
helicopter shoot-'em- 
up was sent into limbo 
after the demise of Mir- 
rorsoft. Fortunately, the project was deemed too good to let rot, so was 
promptly snapped up by Virgin and handed over to fledgling development 
team Miracle Games, who are now getting on very well~with it, thank you. 
"We've kept around 90% of the original graphics and about 50% of the 
original code," explains Miracle's Delvin Sorrel I. "It's certainly a lot better, 
i , , We've padded the gameplay so it lasts for a longer period, 
and we've slowed the helicopter down so the screen doesn't 
blur any more." 

The padding that Delvin refers to includes a whole 

host o-f new features, including wounded soldiers and 

medical teams, improved ground enemies like jeeps 

and missile-firing men, and a jungle sub-level that 

appears before each of the game's major Stages. 

The basic Choplifter-style gameplay, however, has 

not been tampered with. 

"Apocalypse is going 

be a bloody big 

game, It's excellent," 

claims Delvin. It'll have 

to be - we've been 

waiting for it for nearly 

two years. The team's 

been on the project since 

June, and it's scheduled to 

finish in February. Seeing as 

this was one of the most 

promising blasters going when we 

first saw it, Apocalypse is showing signs of 

being a big J un. 

RELEASE: SUMMER 



FACTOR: 
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SPLASH JORDAN 



Millennium 

** f his game will mere than live up to the 
James Pond reputation - it f s miles bettor 
than Robocod." 



BODY BLOWS 



Team 17 

"We've seen the competition and* to be 
frank, it's not up to much.* 4 



N 



ow the star of three 
gam« and rapidly 
growing 
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in stature, 
so much so that he now 
rivals even Sonic the Hedge- 
hog in terms of cult popu- 
larity {are we sure about 
this bit? - Ed), James Pond 
will soon be making his 
fourth Amiga appearance in 
Splash Jordan, The original 
title of Splash Cordon was 
changed after it was decided that it was just a teensy bit too similar to the 
comic strip hero it parodies. 

In this third James Pond outing (fourth if you count the Aquatic Games), 
the nefarious Dr Maybe has been spotted on the Moon and Pond is dis- 
patched to find out what he's up to. As it turns out. Maybe is mining the 
moon's valuable cheese resources with a view to flooding the market with 
the stuff and so destabilising the world economy. The lunar setting has 
allowed Pond's designer Chris Sorrell to implement some new game ideas 
• there's no atmosphere on the moon, so Pond wears special gravity boots 
enabling him to walk on walls and ceilings. In addition. Pond flies from level 
to level in a rocket by selecting his destination from a moon map 

"We're trying to structure the leveis to incorporate more story element/' 

"We don't want the game to be just one 



kay, so after all the fuss it turned out that Street Fighter II isn't har 
bad. But here's a school of thought at Team 17 that the blockbust 
ing conversion's reign will be short-lived. Team 17 has so fv 
trounced all opposition in every arcade genre at which it's tried its hand 
and the evidence to date suggests that Body Blows will be no exception 
Team 17 make no bones about it - this is a no-holds-barred attempt tc 
outdo Street Fighter II and claim the beat -'em-up crown. The game has 
two modes - an arcade game where the player chooses from four heroes 
and fights against seven enemies and ultimately the evil MAX, and a tour 
nament option where up to eight players select from ten fighters and par 
ticipate in a round-robin knockout competition. 

Like Street Fighter II, each char 
acter has their own fight style and 
special moves, but there the simi- 
larities end. Team 17 is pulling out 
all the stops to technically outgur 
every other beat-'em-up on the 
market. The features promisee 
include copper-shaded an im a tec 
backdrops, super-fast scrolling ano 
animation, fighters 120 pixels high, speech and a rave soundtrack 

"We aim to create the most technically advanced, PLAYABLE arcade-styl* 
beat-'em-up available," says Team 17's Martyn Brown "We ve seen the 
competition and, to be frank, it's not up to much. Sporting massive graph- 
ics, 3 2 -colour action, 10 characters and other features you won't get any 
where else, it will kick ten bells out of the opposition!" Bullish? Certainly 




RELEASE: SPRING 
BIGNESS FACTOR 



says Millennium's Ian Saunter. 

platform level after another. But the game will be much bigger and faster Over-ambitious? We'll have to wait and see 

than Robocod. We've been working on it since last November, so this is 

by far the longest Pond project yet," 

Pond has a new ally for this latest adventure - a trainee FISH agent called 
Phineas Frog. "Phineas will crop up from time to time, and the player will 
be able to switch control to that character," Ian explains- "In a two-player 
game, the second player will control Phineas." Graphically. Millennium's 

going for an even wackier look than in previous Pond games because the CCMC|R| F SOCCER 2 
moon is made entirely from dairy products, there will be custard lakes and 9 H^UDaaE * w * %Bn ™ 
butter mountains to negotiate, and ice-cream wastelands at the polar caps. 

"Splash Jordan won't be entirely like Robocod,'' Ian concludes. "It will 
have platform eiements, but also many other kinds of obstacles. The game 
will more than live up to the James Pond reputation ■ it's miles better than 
Robocod, and I think it will do very well indeed." We're inclined to agree. 



Renegade 

"This one will render all other soccer games 
null and void." 



SPRING 
BIGNESS FACTOR: ***** 

ALIEN BREED 2 

Team 17 

"l# anyone has enjoyed the original, they'll 

soil their pants playing this!" 

Alien Breed is BACK, and the company is promising big things of it. 
This time the action is to be based on a far-out planetary colony and 
is to incorporate bundles of new features based around the same 
Gauntlet-style game design. Expect to see new aliens, more weapons and 
deeper missions with objectives like hostage rescue 

"Alien Breed 2 will take the game to dizzy new heights.' claims Martyn 
Brown of Team 17. "There will be even BETTER graphics and effects, more 
on-screen action and stunning all-new soundtrack. If anyone has enjoyed 
the original, they'll soil their pants playing this." There's also the possibil- 
ity of a dedicated A120Q version, although no decision's been made as yet. 



A ash, NOW we're talking. The sequel to THE biggest and best game of 
1992 is officially on its way, although it's not expected to arrive until 
the end of the year. Will it be worth the wait? According to Sensi- 
ble Software's Chris Yates, you can bet on it, "This one will render all other 
soccer games null and void," he says. "It's going to be a totally complete 
game on a world basis." 

Although Sensible have already got plenty of ideas for the sequel, the 
design is far from finalised, and with programming work still to begin, 
there's little more to say or show as yet. Some kind of player/manager 
aspect is expected, as is a truly global feel to the game, as opposed to the 
first game's European arena One thing's for sure, however - it won't be 
called just Sensible Soccer 2. "We'll come up with a different name," says 
Chris It's twelve months off and we're already counting the days,., 
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RELEASE: SUMMER 
BIGNESS FACTOR: ***** 



Winter 1993 
BIGNESS FACTOR; ***** 



AND OF COURSE.. 

There are plenty of others due to bust big blocks this year, but you're no 
doubt utterly sick of hearing about them within these pages by now, so 
just for the sake of completeness, let's not forget about the likes of The 
Chaos Engine (next month), Desert Strike {March}, Frontier (Jan/Feb), 
Overdrive [Spring), The Second Samurai (Spring) WWF2 {Jan/Feb), Super- 
frog (Spring), Uridium 2 (Spring) and many, many more.,. 
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Now AMOS has 
turned Professional! 





^ W 



AMOS The Creator has brought programming within the 
reach of over 50,000 Amiga users. Now it has been given a 
complete overhaul and the result is a vastly enhanced 
product - AMOS Professional - designed for all experienced 
Amiga programmers. 

AMOS Professional has 200 new commands, tailing the total to over 

7(H). Included in the package is a 650-page manual written by Mel 

Cruncher who wrote the highly-praised Easy AMOS manual, and 

Stephen Hill who wrote the original AMOS manual Programs , 

written using earlier versions of AMOS and Easy AMOS can be | 

loaded into AMOS Professional tor amend men I or enhancement. 
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Write programs with jyaft' jrsruy ikr feature 
fVfh-d Kdilar 



Tredtfbam problem p*i m ■ 

Monitor Motif 
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You can $el serious f«> - filet r I •!< '- shuiiv 



•On-line help provides details of the command at the 
cursor position - another dick takes you to a fully 
documented working example. 

• A new editor with drop-down menus, keyboard macros, 
advanced undo/redo, and multiple windows on screen, 

• IFF animation playback that runs faster than in DPaint. 

• MED music library support with MllJl data send, Noise 
Iracker support, easier access to the printer, serial and 
parallel ports- bind much more. 

• MOUTH coBunande to link sprites to speech output 
from the SAY command to create a realistic talking head. 




• Two discs crammed with working example*, and tutorials 
demonstrating AMAL, the new AMOS Interface system, 
mllNun detection and other key topics 

•A st'lectiim o) iuu l\i;,;hlv-tin^hed prop-.ims. 
including Planet Zybex (a scrolling shool'em up), 
File O'Facts (electronic data organiser), CJuatro (puzzle 
game) and Dilhell's Wonderland (an eight-way_ 
hi mlling platform game). 

I hi' result is. a packa ve which will more than satis fy bojne 

and pro fessional AMl/S users. It's fun to use , lots to learn - 

it's essential fvr the Am ittL 



An easy introduction... 

If you're a complete beginner to programming you can make your 
Amiga really work for you! Easy AMOS is a simplified, ultra-friendly 
version of the best-selling AMOS Basic programming language, and it 
will propel you into a fascinating world, 

Yon wtiH lean how to: •Produce impressive graphical effects • Create 

and animate oil OUrful objects * Scroll large text across the screen 

• M.ikc your Amiga actually talk ■ Add music to your creations 

Turn your ideas into reality - arcade games, adventures, computer ait cartoon animations, home 

finance, educational software, demos... the list is endless! 

Packed with ready-to-run programs, you can quickly understand how they work, and use the ideas 

in your own programs. There's a 20- lesson cause to "take you through the steps of programming. 

Easy AMOS's ifr f^fc.W^gflFJljij^j fituttpjfroacli is the simplex! 

find rasii t-bt r oute to ipritin x 'f our own software^ 
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Crw&ccye-fxtchbtg animal wa 
with the powerful Hoi' Lditor 



EASY AMOS BEQU IliESl MB OR MOKE OV- RAM ,«D THKEE RANK 

DISCS. AMOS FROFESSK JNAL REQUIRES IMR OR MORI i '>? KAM. 

TO UPGRADE 1U AMOS PROFESSIONS CONTACT DAXABUl Dim I I 

ON 051 367 MM. AMOS PKOHBSSK JNAL. AND EASY AMOS ARE STOCKED 

HY MOW COMPUTER SOFTWARE KtTAlLERS. 



e 



UrOPRESS 



SOFT W A K 1 

liunjpa House, AdUnglnn I'arfc. 

M.lLi.k-Mli.-li.r-Mll-IM 1 

Tel: DfrB S5W33 F«v »35 "MB 







GAMES 



SV Amiga 



AQUATIC GAMES 

ARSENAL FC 

ATAC 

A TRAIN .. . 
AWARD WINNERS 

ADOAMS FAMILY 

ABANDONDED PLACES 

AIR BUS 

AIR DUEL , 

AIR SUPPORT 

AIRWARRIOR 

AGONY 

ALIEN BHEED 

ALIEN STORM 

APlDYA 

AHCHEP MACLEAN'S POOL- 
ASSAULT ON ALCATRAZ 

JB17 FLYING FORTRESS (1M|, 
6C KID 

BACK TO THE FUTURE 1M 

8EAST 3 . . , 

BILLS TOMATO SAME 

BILLY THE KID 

BIROS OF PREY 

BLACK CRYPT . 

BLUES BROTHERS 

BLUE MAX 

bonanza brothers 

bug bomber 
california games 2. 

campaign 

carl lewis challenge 

CASTLES. 

CHAOS ENGINE 

CHASE MO II 

CHUCK. ROCKS 

CIVILISATION (1M: 

COVERT ACTION. ... 
CRAZY CARS 3 - 
CRYSTAL KINGDOM DIZZY.... 
CYBERCONIII... 

DARKUERE 

DEMONS GATE 

DEuTEROS 

DIZZY COLLECTION 

DISCIPLES OF STEEL 

D-GENERATION 

DOJODAN 

DOODLE BUG 

DOUBLE DRAGON II I 

DUNE 

DUNGEON MASTER 

DYNABLASTER 

EASY AMOS 

EPIC 

ESP AN A GAMES 92 



PC end $£G^ gcm« 

oho available 

PLEASE RING FOR 

DETAILS 



EYE OF BEHOLDER 2 (1WKAOI 24 49 

EUROPEAN FOOTBALL CHAMPIONSHIP 17.99 

F15 STRIKE EAGLE II 22.39 

FORMULA ONE GP 23 49 

FIRE FORCE .10.99 

FIRES. iCE 17.99 

FIRST SAMURI I- MEGALOMANIA) 20.39 

G-LOC 16 99 

GAUNTLET III 16.93 

GRAHAM GOOCH 29.99 

G. TAYLORS SOCCER CHALL 17 49 

GO&LIMS 16 99 

GODS 17 49 

GUNSHIP20M Z3.88 

GUY SPY 26.99 

HAHLEQtllN 18 99 

HEIMDALL J<J.« 

HE ROQUEST [ 1 M > 17.99 

HOOK 1799 

HUMANS 20.99 

INDIANA ATLANTIS ADV 22.49 

INTERNATIONAL SPORTS CHALLENGE. 21 99 

IAN BOTHAM 17,« 

INDIANA JONES FATE OF ATLANTIS 22.99 

ISHAR. 22.49 

INDY HEAT 17.99 

JAGUAR XJ220(1 M> 17.49 

JAMES POND 2 - ROBOCOD 16.99 

JIMMY WHITE'S SNOOKER . .19.49 

JOHN MADDEN (AOJ , 17.49 

JOHN BARN ESflM) 16.99 

JONES IN THE FAST LANE 23.99 

JACK NICKLAUS |1Mi 19.99 

KICK OFF 2 riM I 15.99 

KID GLOVES II 17.49 



LAZER SQUADS , 

LEANDER 

LEGEND 

LEISURESUIT LARRY 5 (1M) (AC) . 

LEMMINGS II 

LETHAL WEAPON 3 

LOCOMOTION 

lotus ESPRrT turbo 2 

LOTUS CHALLENGE 3 

LIVERPOOL , 

LORD OF THE RINGS. (AO) 

LIFE & DEATH.. 

LURE OF THE TEMPTRESS 

Ml TANK PLATOON 

MAGIC POCKETS 

MAN UTD EUROPE 

MANAGER ...... 

McDonalds land 

mega fortress 

mega sports 

mega traveller ii 

MiG 29 SUPER FULCRUM 

MONKEY ISLAND II 

MICRQPRQSE GOLF (1M) 

MIGHT A MAGIC III 



MYTH 

NIGEL MANSELLS W. CHAMPIONSHIP. 

NO GREATER GLORY 

NQVA9 

OUTRUN EUROPA 

PACIFIC ISLANDS 

PGA TOUR PLUS 

PINBALL DREAMS (AOJ 

PARASOL STARS , 

PINBALL FANTASIES 

PITFIGHTEH 

PLAN 9 FROM OUTER SPACE ... 

PREMIER MANAGER .... 

PR INCE OF PERSIA 

POPULOUS IH1M) 

PROJECT X 

^REMItRE [AO) 

PUTTY 

PUSHOVER 

RAILROAD TYCOON HM) 

RBI 2 BASEBALL I.AQ> 

REACH FOR THE SKIES 

REALMS MM) , 

HED BARON ft M) -■• 

RED ZONE 

RISE OF THE DRAGON (1M) (AO) 

ROAD RASH 

ROBOCOD 

ROBOCOP III.,... 

ROOKIES 

RUGBY WORLD CUP 

RISKY WOOOS 

SENS IR. F SOCCER 

SHUTTLE THE SIM 

SILENT SERVICE II 

SIM ANT 

SIM EARTH 

SIMPSONS 

SPACE CRUSADE 

SPACE GUN 

SPECIAL FORCES II Mi 

SPEEDBALLH 

STRIKER 

SWITCHBLADE II 

TEAM YANKEE II 

TINY SQUEAKS 

TITUS THE FOX 

TERMINATORS 

THEIR FINEST HOUR 

TIP OFF 

TOKI. .. 

TOUCHLINE MANAGER 

TV SPORTS BASEBALL 

TRADERS. 

TRODDLERS 

ULTIMA6 

UTOPIA 

UTOPIA - DATA DISC 

VIDEO KID 

WILLY BEAMISH 

WING COMMANDER 

WWF WRESTLING 



WIZZ KID 1MB 

WORDWOflTH V t,1 SPECIAL OFFER 59.99 

WORLD CUP CRICKET (111] 17.49 

ZOOL '7 99 



Merry Christmas to all our 
Customers 



Please make cheques/P.Q.s payable to: 
S&A GAMES 

Please wriie cheque card number on Reverse of cheque. 
Past & Packing £1 per item on all UK orders. Add £3 to 
EEC orders. Add £4.50. overseas. "Most orders despatched 
within seven days, Ail ilerns subject to availably and sub- 
ject to manulacturars price reviews without notice, i * a E 





ST/A miga 


AFTERBURNER 




6 99 


ARKAMOIDll 




B.9S 


BARBARIAN II 




..G.99 


BATMAN THE MOVIE 




.,6 99 


BUBBLE BOBBLE 




.6 99 


CALIFORNIA GAMES 




..6.95 


CARRIER COMMAND 




..9.99" 


C-J.INTHEU.SA 




..6.99 


CY8ERBALL 




.6 99 


DIZZY ,' YOLK FOLK 




699 


DOUBLE DRAGON 




..6.99 


FALCON 




12.49 


FANTASY WORLD DIZZY 




,.6,99 


FIRST DIVISION MANAGER.. 




..6.99 


F16 COMBAT PILOT 




..8.99 


GHOSTBUSTERS II 




..6.99 


GAUNTLET II 




..6.99 


HEAD OVER HEELS 




..6.99 


HUDSON HAWK 




.7.99 


K+ 




,6.99 


JAMES POND 




..6.99 


JET SET WILLY (AO) 




.7.99 


KID GLOVES 




.6.99 


K.0.2HETURN 




..7.99 


K.0.2 W. TACTICS 


,..,.., 


.7.99 


LOTUS ESPRIT 




.699 


MANCHESTER UTD 




.7.99 


NEW ZEALAND STORY 




.6.99 


OUTRUN 




.699 


PANG 




.6.99 


PRINCE OF PERSIA 




.6.99 


R-TYPE. 





,6.99 


RAINBOW ISLANDS 




,6.99 


RUN THE GAUNTLET 




.6.99 


SWIV 




,6.99 


SWITCH BLADE 2 





,8.99 


SUPER CARS 




,6.99 


SCOOBYDOO A SCRAPPY.,. 




6 99 


SliNOBI 




,6.99 


SPEEDBALL 




.7 99 


STREETFIGHTER 




R.99 


SUPER MONACO G.P 




,8.99 


SWITCHBLADE 




6 99 


TRIVIAL PURSUIT 





.,7.99 


TURRICAN2 




6 99 


TV SPORTS FOOTBALL 




. 7 99 


WC LEADER BOARD 




...6.99 


MANY MORE AVAILABLE! 




(AO) ^ AMIGA ONLY 
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REVIEWS 



54 Indiana Jones IV - Graphic Adventure 

60 Gobliins 2 

62 TV Sports Boxing 

64 Waxworks 

66 Ugh! 

68 Street Fighter 2 

72 Leeds United Champions! 

74 Cool World 

76 KGB 

78 Alien 3 

80 Robosport 

83 Cytron 

84 Tearaway Thomas 

86 Krusty's Super Funhouse 



(US Gold) 

(Coktel Vision) 

(Mind scape) 

(Accolade) 

(Global Software) 

(US Gold) 

(CDS) 

(Ocean) 

(Virgin Games) 

(Acclaim) 

(Ocean) 

(Psygnosis) 

(Global Software) 

(Acclaim) 



THE SCORES 



All elements of our games are rated out of a possible 
maximum score of a hundred. But what do the scores actually 
mean? 



0-25 
26-49 

SO-60 

€1-70 

70-80 
81-90 
90 + 



Rubbish. Offensively low quality. 

Below average. Not acceptable by today's 

standards. 

Above average. But still plenty of room for 

im provement. 

Fair to good. Lots of nice points, but in no 

way perfect. 

Pretty smart. Above accepted standards. 

Extremely good. Top notch impressiveness. 

Simply excellent. Breathtaking. 



THE OVERALL SCORE 

Obviously, at the end of the day r when all is said and done, 
the Overall figure is the best gauge as to whether the game is 
any good or not. While representative of the elements, it is 
not an average of the other scores. That's why it isn't called 
THE AVERAGE. 



DAVID UPCHURCH 
Dave's spent most of the 
issue trying to find out 
what the reit of The One 
team have bought him for 
Christmas. He's even 
started offering bribes for 
in form Lit ion but nobody 
has got the heart to tell 
hint that half a Mars bar 
wont get him very far 
these days. One other 
slightly embarrassing trait that he's developed over 
the past four weeks is the uncanny knack to clean 
up arty unwanted food from the plates of his fellow 
diners. "Do you want that chip?" has become hii 
favourite saying so if anyone out there has got any 
spare food then please forward it to the usual 
address. 



GARY WHITTA 
Gary's really in the 
Christmas Spirit at the 
moment. His Christmas 
wish at the moment is, 
and I quote, "to die." Let's 
hope he hands out his 
festive gifts to the rest of 
the team before he pops 
his clogs otherwise me are 
going to have to search 
his still twitching torso if 

we're to stand any chance of claiming our prezzies. 

There'll also be no New Year's Resolutions from Gai 

this year as he is perfectly content with his lifestyle. 

Perhaps somebody should remind him of his rather 

unusual and unpleasant eating habits. 

" SrfWON BYRON 
Oh dear. Simon's found a 
new love whilst flicking 
\~] through early Sunday 
morning children's telly - 
Anthea Turner. Anthea 
bloody Turner. I ask you. 
If s sad to see a grown 
man almost explode with 
excitement on Monday's 
and Thursday's just 
because Blue Peter is on - 
its affected his work. I can tell you. Mis New Year's 
Resolution is to continue crime-fighting and clean 
the streets of filth. It's sounds to me as if Simon's 
off to become a dustman. 

ROB CARTER 

Apparently, Rob's bought all the team lots of fast 
cars for Christmas. He also reckons that his New 
Year's Resolution is to "help the hungry and poor 
people throughout the world." Hmm, something's 
not quite right here - doesn't he know tHat Father 
Christmas doesn't visit people who tell fibs? He's off 
to Somerset for the Festive Season this year for a 
long hot session of sitting by a roaring log fire, / 
drinking barrels of scrumpy. f 
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REVIEW 



NDIANA JONE 

and the 

FATE of ATLANTIS 




David Upchurch visits 
Iceland, the Azores, 
Monte Carlo, Algiers and 
fabled Atlantis, battles 
Nazis and saves the 
world, all in the compa- 
ny of a beautiful woman 
- and he never has to 
leave the comfort (?) of 
the office once... 



MEET THE CAST. 



Indy is, of 
course, 
the hero 
of the 
piece. 

tw 

ready 
with hit 

trusty 

whip and a world-weary 
quip, he if the character who 
you spend most of tha game 
in control of, Ha may ha a 
tough cooky but he's not 
indestructible so before you 
throw him into a potentially 
deadly situation you'd be 
best advised to SAVE the 
game.... 




When Indy and his pals rode off into the 
sunset at the end of The Last Crusade, 
I'm sure that I wasn't the only one 
wiping a small tear Of sadness from my eye - this 
was, after all, the last time that I'd ever see my 
favourite adventure hero on the big screen. I 
know that Lucasfilm are doing The Young Indiana 
Jones Chronicles on TV, but from what I hear 
these are less rip-roaring adventures, more meet- 
famous-people-from-history,, 'edutainment' -style 
affairs- Not quite what I'm after, really. 

At least Indy fans can rely on LucasArts 
to keep coming up with the goods. Fate of 
Atlantis is a huge advance on their antiquated 
Last Crusade tie-in in just about every way 




Sophia 
Hapgood 
i* a for- 
mer col- 
league mi 
Indy s 
with 
whom he 

once had 
a close professional, er, 'rela- 
tionship'. She now makes a 
living as a medium, putting 
on spiritualist shows and 
pretending to contact the 
spirit of Nur-Ab-Sal, a long- 
dead Atlantean leader. But 
don't be too sceptical • her 
mystical powers prove life- 
saving tateron... 




Marcus 
Brady is 
the bum- 
bling dean 
I of Harriett 
College, 
where 
Indy 
teaches 
archaeology when he's not 
saving the world from the 
Third Reich. He's obviously in 
charge of a very wealthy col- 
lege, as he seems more than 
happy to stump the cash for 
Indy's trans-glotaal expedi- 
tions. If only all grants were 
that generous, eh student 
readers? 



imaginable. It's bigger, prettier and friendlier... 
but there's a big, big price to pay, and you can 
either guess what it is or hurry to The Verdict and 
find out, 

Once again the Nazis are causing a bit of 
bother, Thi-. time they're trying to find Atlantis 
where, it's believed, lie secrets that could give the 
evil Sausage Munehers to power to rule the world 
And, once again, it's The Man With The Hat who 
has to \rtve th*> day. But he's not expected to do it 
all alone - the voluptuous Sophia Hapgood. 
another of Indy's old flames, is on hand to help 
and occasionally hinder. Can they reach the fabled 
Lost Continent before the boot boys? it's all up to 
you... Does The Hat fit? 




Klaus 
Kemer is 
Fate of 
Atlantic's 
main vil- 
lain. A 
sadistic 
Gestapo 
officer, it 
is he who has been given the 
responsibility of collecting 
as many Atlantean artifacts 
as possible which, or course, 
brings him Into direct com- 
petition with Indy. You'll gat 
to meet this man a lot, espe- 
cially if you decide to tackle 
the action path of the 
game,.. 




Professor 
Hans 

Ubermann 
is the mad 
German 
genius 
behind the 
Nail's 
effort to 
locate Atlantis. Although he 
claims he wants to locate 
Atlantis so that he can use 
its power to build a new 
Nazi bomb he's tying - he's 
more interested in discover- 
ing the secrets of immortali- 
ty, which he believes lie 
inside tha lost continent's 
long-deserted halls, 




(Left) Fate of Atlantis uses the fey-now standard 
LucasArts point-n' -click interface. Let's face it, if it ain't 
broke, don't fix it. Like Monkey Island 2, the number of 
'actions' available has been cut down to just nine, 
allowing the player to concentrate mare on the adven- 
ture and not on juggling verb/noun combinations, And, 
in another Monkey 2 steal, if the pointer is placed over 
an Object a likely 'action' choice is highlighted in the 

Icon grid, This can then be selected by hitting the right 
mouse button, 
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OkaVj Troisier's *11 yours- 



Although Fate's graphics are attractive 
quite as good as those in Monkey Ulan 
previous graphic adventure from 
LucasArts. They seem a bit pixelly and 
the colour! are 'washed out" looking. 

The early part of the adventure 
centres around the tracking 

dawn gf Plato's long-last 

Dialogue. In its crumbling 

pages are vital details on the 

location of Atlantis and the 

possible' tests that await in 

its ancient hallways. If you 
don't find it then you haven't 
got a snow bill I in Hades hope 

of stopping the Nazis. 
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London; 1922 



On the team path the puzzles require 
actions from both Indy and 
Sophia to progress. If there's 
a situation which you think 
Sophia might be better 

at handling than Indy 
than you can swap 
characters by get- 
ting the character 
currently under 
control to talk to 
the other - there 
should be a 
speech option say- 
ing something 
along the lines of 
"Why don't you have 
a go at solving this?". 
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(Left) This, burly bouncer guarding 
the stage door to the theatre 
where Sophia is performing her 
spirtualist act provides Indy with 
hi 5 first chance to test his pugilistic 
skills. Indy tan be made to duck 
and dive with the mouse, the joy- 
stick or the keyboard (with the lat- 
ter of this trio the best), Four bars 
.appear at the bottom of the screen, 
two for Indy and two for his oppo 
nent. One bar indicates the charaC' 
ter'S health and the other their 
'punch power' - the faster you hit, 

the weaker your blows become. 
Pacifists will be pleased to know 
that you can, if you wish, use your 
brains to avoid this squalid little 
fist-fight. The fights are actually a 
little disappointing, mainly due to 
the controls' lack of responsiveness. 
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(Left) Although Fate of Atlantis is 
an absolutely superb adventure, 
Mm game's coding on the Amiga 
leaves a 'ittle to be desired. The 
disk accessing is terrible at times - 
ev*rt With a second drive you can 
find yourself swapping the disks 
three or four times before the 
action resumes- Also, the game 
slows terribly when there's a lot 
going on - the market in Algiers is 
the worst example, where it takes 
several long minutes for Indy and 
Sophia to crawl from one side of 

the square to the other. 
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NDIANA JONE 

tin J the 

FATE o/ ATLANTIS 



SEE THE WORLD! 

indy's "first task is to locate Plato's Dialogue, inside of which are details on howfc 
find Atlantis. But it's going to take more than a bit of rummaging around in the 
local library to track this tame dawn... or is it? 

Exotic 'round the world' travel is * traditional element of any of Indy's great 
adventures, and Fate of Atlantis is no exception. Whenever Indy leave? hit turret 
pcrt-of-<all. a map similar to the one shown pops up and the player can set a new 
destination by simply clicking on one of the marked places. Then, as music swells 
in the background, a red line is traced across the map to show Indy's progress - 
just like an the films! 




Indy and Sophia 

have managed 
to find a highly- 
valuable 
Sunstone, 
rumoured to be 
capable of 
opening secret 

Atlantean 
doors. Wonder 
of there' re any 
around here on 
the isle of 
Crete? 
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REVIEW 









Indy doesn't spend the whole game traipsing around on his feet. At certain 

point* he finds himself chasing Nazis around the streets, of Monte Curio in a 

[ji, exploring the desert from the back of a camel, probing the 
Mediterranean's murky depths in a Stolen German submarine and. as ihown 
hart, tracking down an archaeological dig site from the basket of a hot-air 
balloon. The icons allow you to either vent gas or drop ballast to lower or 
raise the balloon respectively, and the compass in the bottom corner of the 

ltreen indicates which way it's being blown. Although at first it seems as 
though the balloon's movement is completely random, you'll soon discover 

there is a logic behind it. 




Every so often you're treated to these attractive 'close ups' whenever Indy 
discovers a major artifact or an important event occurs. There's no denying 
that they're very pretty but this is offset by the fact that their arrival 
Signals loads of annoying disk swapping and accusing. 



About a fifth of the 

way into the game, just 

after Indy's tracked 

down Plato's Dialogue, 

the player gets the 

chance to choose 

between three different 

game 'paths'; the team 

path, where Indy and 

Sophia work together 

to solve the puii-les; 

the wits path, where 

Indy alone cracks the 

conundrums; and the 

action path, where 

Indy, alone again, uses 

brawn instead of brain 

to fight his way to 

Atlantis, Each path is 

very different in style 

and content, effectively 

giving the player three 

Indy games in one! 



This is no help to you, I know, but 
I'm really unsure as how to rate 
Fate of Atlantis. In Its favour, it's 
one of the best graphic adventures 
ever produced. It's moody, exciting 
and funny in all the right places. 
The puzzles aren't mind-bogglingly 
tough, it has to be said (J never 
once found myself really, really 
stuck) but this is compensated for 
by the sheer length of the quest - 
Fate of Atlantis is an absolutely 
huge game. The fact that, once 
completed, you can play the game 
again and try out one of the alter- 
native game "paths' effectively 
makes Fate of Atlantis three games 
in one! However, it's A pity 
that the paths re-converge 
towards the end of the 
game and build to the 
same climax - knowing 
that the final result will be 
the same removes some of 
the incentive to try again. 
Anyway, compliments out 
of the way, I'll start 
explaining my reservations. 
As you might guess they're 
all to do with the game's 
implementation on the 
Amiga. I know it's part and 
parcel of the genre that 
you have to put up with 
lots of disk accessing and swapping, 
but Fate of Atlantis pushes its luck 
at times- Even a second drive 




Publisher. US Gold 

Developer- LUCBSArtS | 



137.99 Out Now | 



Kcytmardi'maiiie 



MEMORY I DISKS 

1Mb 



cfiAiim 



1 1 D 



iLHHJIIITT 




,fl STABILITY 




doesn't make life that much more 
bearable. On top of this the game 
is chronically slow in places, mak- 
ing Indy look less like The Man 
With The Hat and more Jike The 
Man With The Z I miner Frame- It's 
not quite bad enough to ruin the 
game, but it's a close run thing. If 
you've got a hard drive, then 
you're laughing. If you've got a 
hard drive AND an Al 200, then 
you'll be in hysterics! If you're a 
potential buyer, be warned... 
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From the Nth 
Dimension... 



Sirccmhotl from A 1200 version. 



HE'S AIM INTERSTELLAR COSMOS DWELLER. QUICKER 
THAN A FLASH AND SHARPER THAN THE 7th SAMURAI. 

Once every year, the games world is rocked by a 
gome to ( tunning, to fa*t r so colourful, so big, so 
demanding, so mega, so awesome , so varied, SO incredible , 

and so foil of fabulous feature; and unexpected treats, 
that everybody just looks at it and says "THAT'S IT!" This 
year is no exception, and this year, ZOOL, THE NINJA 
FROM THE "Nth" DIMENSION, is definitely "lit" 

'With ZooJ, the Amiga has proved it can da tontotc type 
gamei a* good at the cornoln." ■ Wi" * Domini k Diamond 
•h BBC RADIO 1. 



The Ultimate 
Driving force.. 




THE ULTIMATE CHALLENGE 





A RACING GAME FROM THE FUTURE 

The ultimate driving force,- We've saved the best 
for loit, Following the phenomenal success of Lotus 1 
& Lotus 3, the best telling racing gome trilogy if 
now complete, 

Incorparati ng the awesome powe r of REC5 O revolutionary 
concept giving you the power to generate □ virtually 
infinite number of unique rating scenarios. 
If you preferred Lotus 1 You've got it! Plus mare... 
If you preferred Lotus I You've got it! Plus more,.. 
"lotvf Hi is streets ahead or the competition Qrtd efeservej- 
a piece in onvone's sorfworc toiitttvon," - CU AMIGA. 
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Straight to 
number one... 
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Kicking the 
competition into touch 
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BECOME A GRAND PRIX LEGEND IN A 
RACE F0R THE TITLE OF WORLD CHAMPION. 

The most exciting racing driver in the world has reamed 
up with the greatest racing gome producers to bring yuu 
the definitive Grand Prix experience. Race the full 1992 
scaior in the superb Canon Williams Renault Fl tar. 
Real tune coaching from Nigel Mansell himself. 
Experiment with tKe tun set up to achieve maximum 
performance far each of the 16 race circuits, 
THt REALISM Of THE RACE TRACK... 
THE POWER AND THE GLOftff 

"Forsrreerportts-gjripping action it does the business. Nigel 
Marnett'i World Championship is on ejtcelrenr gamtv 
when you need a speed fix, rrri* ii fine Same pOi/'it tvrrt Jo," 
GAMESMASTER MAGAZINE. 
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FAME OR OBLIVION? ITS DOWN TO YOU! 

The key fo iu«esi lie* with both player and financial 
management. Too should ensure those vital ground 
improvement! are mode irt Order- la pull in bath crowds 
and sponsors. In addition match success will lead to 
higher gate* and improved team morale. 
Depending on the success or failure of your management 
ikiMi, your teOrtt will either find itself leaping up the 
Divisions art route to the top or languishing 
with the pari limeri! 

"Premier Mdrioger convincingly boots Other football 
management games info touch" - AMIGA AC1IOM 



Gremlin Graphics Software Ltd,, Carver Houie 
2-4 Carver Street, Sheffield SI 4F$.Tel: 074 2 753423 
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BLIINS 2 



Hey, have you heard the one about the two gobli(i)ns 
who, having escaped from one silly, illogical 
adventure, ended up in another? Mo? Simon Byron 
has..- 



m»Tr 





The point-'n-click interface is actually fairly easy to get into. If there is anything of interest 
on the screen it will be highlighted when the cursor passes over it. If you want a Gobliin to 
use something then just dick on the item with the left mouse button. 



King Angoulafre iis iin need of a couple of heroes 
Why? Well, hiis son has been kiid napped by a huge 
winged creature, for a start. Actually that's where 
hiis troubles end but surely that's enough to make an 
adventure out of. i isn't lit? (That's enough of the 'ii' 
attempts at gags ■ they're not funny - Ed.} Coktel Vision 
obviously think so otherwise they wouldn't have 
released Gobliins 2. the second game featuring the cute, 
madcap, slapstick creatures known to gamers as the 
Gobliins (pronounced 'Gobliins'), 

It turns out that the perpetrator of this fiendish crime 
is Amoniak, a nasty piece of work and no mistake, who 
has 3 grudge against Angoulafre (I can see the old spell 
checker is going to have a field day when I've finished 
this review). Fifty years ago Amoniak and Angoulafre 
had a bloody great fight which Angoulafre won. Amo- 
niak must bean elephant or something because he sure 
as Hell hasn't forgotten and he wants to make the good 
king pay for his victory, hence all this kidnapping busi- 
ness. 

That's where Fingus and Winkle come into it. They're 
not scared of a bit of adventuring and have been 
whisked by magic to a little village that is situated next 
to the evil Arnoniak's castle. The two Gobliins are as 
alike as chalk and cheese, black and white or Russ 
Abbott and funny. Fingus is a sensible old soul whilst 
Winkle is partial to the odd practical joke now and again 
but the hoth of them need to combine their attributes 
and work together if they are to stand any chance of 
saving the King's son. 




To make matters harder, some 
problems can only be solved by 
one of the two Gobliins. We need 
to get hold of the bottle but the 
two old men won't let either 
Gobliin take it. If Winkle attempts 
to take the sausage to the left of 
the screen the bloke sat next to it 
will give him a hefty whack and 
whilst the two old men gigge, 
Fingus can nick the bottle. 




There are a 
number of jokers 
available which 
you can call into 
play at anytime. 
If you choose to 
use one, a screen 
will appear 
containing some 
cryptic clues and 
hints as to what 
you need to do. 
As you can see, 
they're not 
exactly giveaways 
use these wisely. 




but any help is better than none ■ just make sure you 




A good deal of co-operation needs to be done if the heroes are to 
progress through the adventure with any success. For a lot of the time 
this means frantic mouse action but some problems, like how to fill the 
bottle with water, are easy to solve. Just get Fingus to switch on the 
fountain whilst Winkle holds the bottle at the end of the jet of water. 



The difference 

between the two 

Gobliins can be shown 

quite clearly here. 

There'-v an egg on this 

screen but the trouble 

is, it's still 'up' the 

chicken, What's called 

for here is a spot of 

gentle persuasion from 

one of the Gobliins, If 

Fingus attempts it he 

is bitten by the chick 

but if wildman Winkle 

has a go then the 

outcome is completely 

different. 
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Vou can call up the menu bar by limply moving the cursor to the top of 
the screen. A number of options are then available. You can LOAD/5AVE. 
call up a joker (see separate caption), have a look at the note-pad (to 
type in reminders), check out the inventory (also performed by clicking 
the right button during the game), swap objects between Gobliins and 
move between locations already visited. 
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(Above)' This kindly 
Old gent is a wizard 
and after a bit of 
hassle you can enter 
his abode.. There's a 
key here somewhere 
and all you need to do 
to obtain it is stand 
on the tail of the lion, 
take the matches, boil 
the kettle, find the 
key, wind up the 
clock, wait for the 
bird to pop out and 
knock the other key 
out of the bird's beak 
before it disappears. 
Easy of what? 



For those of you who are counting, 
this is the second time in as marly 
months that 1 have had to review 
stupid, thoughtless adventures - 
you'd have thought that by now I 
would have developed an illogical 
train of thought but no, the puzzles 
in Gobliins would tax even Roger 
Irrelevant to the point of 
breakdown. What makes this worse 
Is the fact that the two Gobliins 
cannot die and all the objects found 
In their land are inexhaustible 
(which means that if you lose one 
through carelessness then it will 
reappear where you first obtained it 
from). The game has, presumably, 
been designed this way to be "user 
friendly' and stop players from 

wandering into fatal 

situations or wasting 

vital objects but, 

coupled with the 

bloody stupid 

puzzles, it make 

Gobliins 2 extremely 

frustrating to play. 

When you've 

exhausted all logical 

solutions (a waste of 

effort in this game) it 

soon becomes a case 

of clicking on every- 
thing and using all 

objects with every 

item and both 

Gobliins. The disk 

accessing is a right pain in the butt - I'd say 
that between each location there's at least forty seconds' 
wait - which makes trudging through the screens a right 
bore. The only barely redeeming feature of Gobliins 2 is 
the ability to 'jump' between locations that you've already 
visited without having to travel through the screens in 
between but after playing the adventure for an hour or so 
the only place you'll be wanting to visit is the pub for a 
few stiff ones. (Actually, you might be able to get further if 
you play the game when you're drunk). And the worst 
thing is, these criticisms are by and large the same ones 
aimed at the first Gobliiins game, I guess some people just 
can't learn by their mistakes. 
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Dave Upchurch edits the magazine 
like he's punch drunk, so he's more 
than qualified to review 
Mindscape's latest. Ding-ding! 
Round One... 



It's the manager's job to arrange fighti for you 

When you make your visit to him he'll show yov 

all the fight! he can »t up for you that month, 

for * 'small' percentage of your winnings, e* 

courtc, Obviously the aim is to try and take 0' 

the higher-fan kins opponents as much as posi 

ble ■ not only will defeating them get you do*' 

to the Belt, the cash prizes become greater 4i 

well. Managers can be hired and fired at nA 

but the better they are at arranging top fight! 

the bigger the cut they'll demand 



^^ 



Footy fans have Sen si soccer, 
tennis fans have Pro Tennis 
Tour 2, American footy fans 
have John Madden, motor-racing 
fans have F1GP, snooker fans have 
Jimmy White's.., but if you're into 
boxing, well, then you've got a prob- 
lem on your hands. To put it blunt- 
ly there just aren't any good simula- 
tions of the noble art on the Amiga. 
Can TV Sports Boxing rectify this 
lamentable situation? 

The game was originally devel- 
oped by the now-defunct Cine- 
maware, the people who brought 
you Amiga classics such as Rock- 
et Ranger and It Came From The 
Desert. It aims to be a sort of 



'boxing RPG', with the player creat- 
ing a boxer with his own customised 
look and performance, and then 
guiding the pixelised pugilist 
through a full and challenging box- 
ing career. 

The game advances in monthly 
'steps'. Each month the boxer can 
have a chat with his manager, get 
advice from his trainer and general- 
ly prepare himself for the big fight. 
These bouts are presented with TV- 
style intros and outros, complete 
with sports desk anchormen and 
ringside commentators - the format 
will probably be familiar to you from 
Cinemaware's previous TV Sports 
Football and Baseball games. 
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REVIEW 






sits to the trainer are essential, 

not only for building up your 
pecs but alsD for getting the 
low-down on the boxer you're 
about to meet in the next fight. 
There are several trainers doing 
the round*, each specialising in 
mproving specific aspects of the 
boxer's performance- Although 
you can only have one on the go 
»t any given time, every so often 
r»w trainer* will offer their ser- 
vices to you. and you can accept 
as you see fit. 



, 



t'cj be a bit unfair of the game's 

designers to expect you to work 

your way up to the Belt in an 

evening! so thoughtfully there's 

a SAVE game facility provided. 

You can have up ten fighters 

stored, and when you try to 

access them this burly geezer 

won't let you pass unless you 

type in the correct password - so 

make sure you've either got a 

good memory or a secret 

notepad somewhere. 



While in the gym you can have a 
look at the sports paper. Inside 
its pages you can find listings 
detailing the current rankings of 
all the boxers competing for the 
Belt r profiles on each boxer's 
performance to date, scheduled 
fights and last month's results- 
There 's also a Classifieds 

section, where you can buy spe- 
cial equipment or foods to help 
improve your boxer's physique. 



It'* fight night, and this is 
where the game's Cine ma ware- 
roots really shine through, 
Although this stuff is all very 
pretty and quite amusing for a 
while, you'll soon be glad of the 
ability the ESC ape your way 

straight into the fight. Make 
sure you don't mistakenly skip 
past the pre- match analysis, 
though - it's very handy for sir- 
ing up your opponent and fath- 
oming his weak points. 



e\ 



Talk Rbout 




THE VERDICT 



Its a pity that TV Sports Boxing 

is destined to be remembered as 

tine ma ware's last game. While 

it's by net means bad, it's hardly 

a fitting farewell from the com- pi,b ' 

pany that was responsible for 

some of the first true classics on *; 
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The fight itself is viewed from two per- 
spectives; one is a plan-view of the ring 
as the h oxers dance around (left J, cut- 
ting to a close-up sideuiew when the 
fighters get in close. Combat is 
controlled via the typical joystitk/fire- 
b Litton combinations, with the aim 
being to wear down the opponent's 
stamina, body and head ratings to zero, 
resulting in a knock-out. Al the rounds 
wear on, each boxer's fflirlmum stami- 
na decreases, meaning they gradually 
become easier and easier to KO. 



the Amiga. Boxing's 

presentation is superb, with ,^^_ 

some of the best 'people" graph- MEh 
ics I've seen in a long time. The 
characters' dialogue and look is 
often quite funny, making all 
the in-between fight to-ings and 
fro-ings a lot more enjoyable 
than they might otherwise be. 
The "RPC aspect of the game is 
a nice idea, too, and there's a 
surpmingly-Jarge degree of sat- 
isfaction to be had from success- 
fully developing a fighter and 
working him up through the 
rankings. The only area where 
Boxing really fails down Is in its 
most Important one - the boxing itself. 
The initial stages of the fights are 
laughable, as the tiny top -viewed box- 
ers jiggle around the ring like they're 
performing some sort of bizarre court- 
ing dance. Things improve once the — 
view cuts to the side-on shot of the 
larger sprites, but the repertoire of 
punches is limited and, in my 
experience, it's quite easy to win every 
fight by keeping your distance and Just 
wearing your opponent down with end- 
less right- hand jabs. Recommended for 
anybody looking for some mildly-taxing boxing 
its a quality simulation you're after, well... 
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If the fight runs its 
course with neither 
opponent scoring a 
knock-out, the 
judges are called in 
to decide the win- 
ner. The panel con- 
sists of just three 
judges, picked 
from a pool of 
eight. Each judge 
has his own criteria 
for scoring and 
personal 
preferences as 

detailed in the 

manual. 
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Gary VUhitta sets out to discover if Accolade' 1 , 
latest is a dummy or not. 

_1 Oq-Oqo-oqo! Picture the scene - lightning strikes in the distance, e* 
ing a gloomy shadow Over the wax museum in the distance. Yo* 
been summoned here by the spirit of your dead Uncle Boris tofc 
lift an evil witthe's curse that has plagued your family for generations Vi 
late brother Alex has come back from the dead, and tow plans to resurnsr 
bunch of history's most unsavoury characters. Dare you stop him by enter 
the waxworks and plunging back through time to thwart his plans? 
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ie'i The latest in a line of Accolade's Horrorsoft. games (the last being the mild- 
entertaining Elvira adventure), Waxworks is another foray into the familar 
:«e-playing/adventure genre, which this time breaks another little bit of the 
:e ta* "wuld by corning in the form of five separate advent ures, each in the form of 
You'i ■"* °f ^ e wfl * museum's demonic exhibits. The tales are gruesome indeed - 
to h tua ' murder in arvc ent Egypt, creepy cjoincji-ori down an abandoned mine- 

s yix •■ft. a zombie-filled cemetery and the crimes of Jack the Ripper make up the 
*rrecl wor stories, with the gory activities in the museum itself forming the fifth 
iterir ^Venture. Sound enough to give you the willies? Off you go then., and don't 
'get to switch off the lights. 
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villain of the piece in the cemetery scenario is a bonkers witch-doctor who is 
imonmg up zombis', from their crypti Expect plenty of disgusting graphical 
"Xti here as you trade blows with the shambling undead ■ 



r he ads off! Of course, you can interact with chdrac- 
other than just by hitting them, although with 



"reductions and get punching. 
Waxworks offers plenty of puizle- solving oppor- 

itnities - and you'll need to get solving them too, 
as an exhibit cannot be exited until you've either 

died or unravelled its mysteries. Early on, you'll \ 
find yourself doing the former a lot more often 

than the latter. 
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Travelling down the 

abandoned mine in 
the modern-day ste- 
nario has a distinct- 
ly Alien-esque ring 
to it, The story goes 
that a mutant fle&h- 
eater lives some- 
where in these 
gloomy tunnels, and 
it's your job to flush 
him out if the family 
(urse is to he lifted. 



mm 




Waxworks is a generous, 
game, awarding the player 
with experience points for 
any discoveries of note 
that he makes, I went into 
a rough pub at One point 
and went up an experience 
level -just like in real lite. 
As experience grows, so do 
your hit points and other 
vital stats, Only experience 
will tell you which of the 
tales is the easier, so that 
you .can build you energy 
up for the tougher ones. 
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T^EVERDICT 

I like the odd RPG, but the 

Horrorsoft games have never done 
much for me, and so I wasn't 
expecting a great deal from 
Waxworks. But while the game's 
certainly not going to be knocking 
Legends of Valour off its perch, 
Waxworks is surprisingly a far bet- 
ter game than previous Horrorsoft 
offerings. I like the game's episodic 
nature - the way it's broken down 
Into separate mini-ad ventures is 
far more suited to my tastes.. It's 
nice to be able to skip between 
different storylines as it adds vari- 
ety to the fun, and as a result the 
game's much fresher than most 
run-of-the-mill ft PCs, where the 
adventure can soon become 
repetetive and boring. Waxworks Is 
rarely boring, although there are 
plenty of other incentives to switch 
off, most of them coming in the 
form of very gruesome graphics 
that are, at times, very 
dodgy. Human corpses 

split open with entrails 

spilling out, young 
women with their throats 
slit, headless blood-spewing 
zombies... a lot of this stuff is 
genuinely stomach-churning, and 
it's hardly the ideal fodder for 
impressionable young Amiga 
gamers. Getting down off the 
soapbox though, there's no doubt 
that Waxworks is An atmospheric 
and. at times, scary game. The moody graphics and 
soundtrack combine to create a strong sense of tension, 
with danger lurking around every corner. As for the rest, 
the graphic interface is fine, everything is friendly 
enough with not too much disk-swapping and, well, 
there are no major complaints. The question is, are five 
adventures enough? The answer - probably. Although I 
never managed to complete any (doh!), each one is suit- 
ably deep and intriguing to keep you involved for many a 
night. Ultimately though, the serious rote-player is 
unlikely to be satisfied in the long term, but for the casu 
al or novice player, this is an excellent introduction to the 
genre - if you can stomach it, that is 
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REVIEW 




"Lovely weather, eh g'vnor?" Taxi 
drivers are great conversation 
starters, as everybody knows. 
Simon Byron discusses life, the uni- 
verse and women with Global Soft- 
ware's Neanderthal cabby. 



What do you do if you want 
to get off with a lady? 
Answers on a postcard to 
me at the usual address, please, 
because the solution offered by 
Global Software's latest release is no 
help fit rill. Ugh! the caveman has 
got his eye on a busty young 
brunette who, rumour has it, is 'on' 
lor d bit of a snog. Trouble is, 
though, being an extremely un-90s 
woman, She won't consider anyone 
who is strapped for cash- 
Things obviously haven't pro- 
gressed over the past million squil- 
lion years as. gripped by recession, 
Ugh! has need to turn to handy jobs 




to earn a few quid. His latest brain- 
storming idea is to set up a Taxi rank 
to ferry his primitive mates between 
the various platforms that populate 
hi* surroundings. This cab isn't your 
usually run-of-the-mill hlack vehicle 
with an inflationary meter, oh no, 
this taxJ is man- powered and con- 
structed from the hi-tech material 
know as 'wood', 

In a feat of engineering skid, Ugh! 
has cobbled together a slap dash taxi 
which resembles a crate and is pow- 
ered by pedals. Ugh! has to pedal 
like crazy around the landscape, pick- 
ing up clients and delivering them to 
their requested destination. 



Ughl's taxi is controlled 
using th* joystick in a 
kind of Thrust'-y way. 
This means that if you 
move a joystick one way 
then the taxi will begin 
to move in that 
direction. The longer the 
joystick is held in this 
direction, the faster the 
cab will move, If you 
move the 'stick in the 
opposite direction then 
the cab will gradually 
slow down and begin to 
move the other may. 
Easy, «h? 



Throughout the level tittle 
cave-dwellers will appear and 
wait patiently at their rank. 
Ugh! then has to manoeuvre 
the cab over to the passen- 
ger-to-be (being careful not 
to knock them &H the plat- 
form) and the grateful cave- 
person will state their 
required destination. Ugh! 
then has to make his way to 
the requested cave and drop 
the passenger off. The quick- 
er the journey, the more 
dough Ugh! will receive. 
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THE VERDICT 



Do you know how many times I've 
started this Verdict text? About four, 
that's how many. The reason for this 
is that I can't quite decide how good 
this game is. Easy to get into and 
enjoyable it may well be but the fact 
of the matter is that it's just a version 
of Thrust that really doesn't improve 
on the genre. If anything, it slightly 
detracts from the originals gameplay 
because if you knock a human into 
the water and fail to recover him 
within a set time limit the game con- 
tinues to plod on even though it is 
impossible to complete the level. It 
would have been far better if the pro- 
grammers (who, coincidentally. are 
the team behind Aptdiya and Battle 
Isle) made this rash action result in 
the loss of a life as soon as It 
occurred and avoided all the unneces- 
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sary waiting that needs to be done 
before the timer runs out. If you do 
manage to avoid bashing Into the 
waiting passengers, though, the game OaM ' *l0 

can be fairly hectic at times and it* 
requires a good amount of skill to get 
anywhere Into the latter levels. Once 
you are there you'll notice that Ugh! 
doesn't really progress and by about P 
Level 35 you'll soon become sick of 
it. It's the sort of game that is fine to 
waste a couple of hours on but if you 
become stuck on a particularly hard 
level, frustration will set in and you'll 
soon be banning the game to the 
back of the disk box. If you're heavily 

into this style of game then fine but If, like me, you're indif- 
ferent then you'll either take It or leave it. 
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There was much kerfuffle when this arrived in 
the office the other day. "Who's going to 

review this, Dave?" asked Simon and Gary. 
"We'll fight over it"* replied the Ed. A few 
Dragon Punches later Simon Byron 
emerged victorious. 




H 



I Above I Vou can only select your 
fighting location in the two-player 
mode, If you want to see the world 
on your own you'll nwd to beat a 
f*w people up. This screen alto dou- 
blet as the player selection menu 
'rem which you choose your fighter 
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ello, how are you today? We're all fine, the weather'* holding its own and the magazine's going rather 
swimmingly, if you don't mind me saying so. So what brings you to this opening paragraph, then? Already 
digested the rest of the mag (not literally, I hope)? Bored? You can't really be expecting an introduction 
to the game that needs no introduction, can you? Oh, alright then. 

Well, what is there to say ■ you beat people up using a variety of Special and deadly moves, and that's 
a bout it. For a game that's so I imited it 's certai nly got one Hell of a reputation - even my tiny sisters (who are bare- 
ly eight and six) know the ins and outs of it and on a number of occasions have threatened me with a Hundred- 
Hand Slap or two if I didn't treat them to a slap-up meal (get it?) consisting of 
Refrenher*, ,nui those sherbet tubi-i, with .1 bit of l«corire stuck ciul top. 

Street Fighter 2 has been in development for about nine months 
now and judging by the amount of calls and letters we have 
received over the past few issues you're all positively brimming 
over with excitement, There are also a few unofficial rumours 
\wepping the nation ,ind, r\>r the record, US Gold are NO! 
going to be producing a seperate six-button joystick so any- 
one who has told you otherwise has their pants on fire. Now 
that we've got that cleared up we can take a look at the 
game itself. 




(Above) Once you have per- 
formed the business and 
sorted out all the other char- 
acters tram the game you'll 
be confronted with these 
three likely lads. From left to 
right they are known as 
Balrog, Bison and Vega and 
all of them are some of the 
hardest fellows you are ever 
likely to meet. They will take 
some beating but it's worth 
it if only to see the end-of- 
gam* sequence, Although 
there is a cheat in the game 
which will enable you to 

fight against trie same char* 
acter you will not be able to 
play as one of these geezers 
(they're far too tough for 
you to handle). 



experienced in the noble art of Yoga and often levitates 
and extends his limbs to attack from afar. One of his 
special moves is the Yoga Flame which involves moving 
the joystick from the bottom left through to the right 
in one smooth movement and pressing Fire. 



(Below) Ken and Chun-Li battle it out. Ken will probably 
win .i< the moment because he has the most powerful 
special move* OUt of all the characters (with the potsi- 

ble exception of Ryu). The Fireball (shown her*) Is useful 
for long-range attacks, the Hurricane Kick if fait and vio- 
lent but the best move is the Dragon Punch, on* of 

uvhit h is enough to send anyone flying. 
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ATTENTION A1200 
OWNERS!!! 

Street Fighter 2, as it stands at the moment, will not 
run on the new super-Amiga. US Gold are current- 
ly coding a new version which, if our sources are 
corrects will not include any extra enhancements. 
This is a real pity as all of us here at The Qne 
agree that it is, perhaps, a game which would 
really benefit from a proper conversion'. 
Just imagine, 2 56 colours, proper parallax 
and a game moving at a terrifying speed? It 
could really give that 5ME5 thing a right kick 
up the bottom. 
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(Below) Blanks is an evil 
. _ — --jj devil who is fairly easy to con- 
trol. One of his scariest moves is 
the ability to produce huge 
waves of electricity (which, 
apparently, he learned from elec- 
tric eel 5), thus generating up to 
1000 volts which k emitted from his 
skin. Anyone who stands too close 
when this is going on will find them- 
selves alternating between flesh and 
blood and a skeleton, If that wasn't 
enough, he also bites heads and 
rolls into opponents, causing a 
great deal of damage. If Blanka is 
whilst in this hedgehog position, however, he can 
vast amount of his own strength. 




(Above) All the bonus screens 
from the COin-op are present in 
the Amiga version. After a certain 
number of fights the player is 
rewarded with a chance to earn 
mega points by smashing wood- 
en barrels to pieces, kicking a 
snazzy car into spare parts or 
punching in a load of burning tin 
cans. There are no other enemies 
to contend with on these stages 
but a strict time limit is imposed. 




Edmond Honda is the man with the Hundred Hand Slap 
a special move which is achieved by repeatedly pressing 
the Fir* button. Whilst this move may be visually excit- 
ing to watch it's certainly not Eddies hardest fighting 
ability. Oh no, that's the Sumo Head Butt. Using this 
move, our fat wrestler propels himself heed first into 
whoever 1 * just called him lard-ball. 



(Left) Chun-Li acknowledges her vic- 
tory by bowing her head in respect. 
What we haven't seen, though, is th* 
young beauty leaping excitedly in 
the air whilst the now defeated and 
embarrassed Ryu lies twitching on 
the floor. Each fight lasts for three 
rounds and the winner of two is pro- 
claimed the victor. Each bout needs 
to be completed within ninety-nine 
seconds otherwise the person with 
the most energy left will be the win- 
ner. Of course, it you feel at all 

restricted by the time limit, you can 

always turn it off on the title screen 
{which is also the place to to 
increase/decrease your player's 

'handicap', if you SO wish). 
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(Right) The actual play area is rough- 
ly-equivalent to two Amiga screens 
strapped together (which is what 
we've done here, especially for you). 
It scrolls left and right as long as 
both players remain in view. There's 
been a slight change since the Work 
In Progress a few months ago as 
most of the backgrounds do actually 
animate now. There may not be as 
much movement going on as there 
was in the coin-op but every little bit 
helps, we think. One thing that 
hasn't changed, though, is the lack 
of parallax on any Of the screens. 
Whilst this makes no difference to 
the actual gameplay, some sad con- 
sole owners may still pipe on about 
how "their version is better', This is 
rubbish as the Amiga version plays 
identically to the SNES incarnation 
apart from a slightly-slower 
sprite movement. 
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Above) The Spinning Bird Kick in full effect. This move fap fairly easy to pull 
off ■ all you need to do is pull bach an the joystick for a couple of seconds, 
then preSl fire and push up simultaneously. Chun-Li will than 
launch into this devastating attack. 
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Ryu finally meets Sagat. the fourth Vnd-of- 

level hard mar This man is a right pain to beat hut with 

careful use of the Fireball, Hurricane Kick and Dragon Punch. Ryu should bt 

able to win. Those oi you who are paying attention (not many. I suppose) 

will have noticed that Ryu and Ken's special moves are identical- That's 

uncanny, don't you think? 
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I know what you were all thinking 

after you'd seen the rolling demos 

and screens hots because I was 

thinking exactly the same - 

"Hmmm, well it looks okay I 

suppose". Well, forget all that 

because I'm extremely happy to 

report that Street Fighter 2 on the 

Amiga is absolutely excellent. Kr 1 rb E .,rd,'juy^it>.',uypad 

Creative Materials is to be applaud- 

MEMOflY 

ed for producing a breathtakingly- 
superb arcade conversion- It's not 
as good as the SNES version, it has 
to be said, but if you view it as an 
Amiga conversion it certainly is one 
Hell of a game. The graphics are 
almost exactly the same as the j 

coin-op's and the sound is the busi- 
ness. As far as t can tell, most 
I of the hard-hitting sound 
effects from the coin-op 
are in there (including 
speech), all of the special 
moves are in there, ail of 
the locations are in there - 
everything you could possi- 
bly wish for is present and 
correct. I must admit that 
until I'd played this version, I 
wasn't that much of a Street 
Fighter 2 fan but, since it's 
arrived in Amiga form, I've 
been hooked. The special moves 
are hard to pull off at first 
[although you can select one of 
the easier characters like Chun-Li or 
E. Honda to begin with) 

but after a bit of practice there's immense plea- 
sure to be had when a successful manoeuvre is 
pulled off. In one-player mode SF 2's great but 
in two-player mode it's simply fantastic - if 
you've got any mates then make sure you've 
booked time off work or whatever because 
you're going to need it. It's hard to see how SF 2 
could have been implemented any better on the 
Amiga. If you aren't short-sightedly pathetic and 
accept the fact that this wasn't ever going to be 
quite as good as the SNES (how could it have 
been?) then what you'll find here is the best 
Amiga beat-'eirvup for a long, long time. / 
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Well, they may have been the championees 
last season, but this year Wilko's Warriors 
are on much rockier ground. Can the offi- 
cial game fare better than the team it's 
based on? Probably not, reckons Gary 
Whitta. 



If nothing else, LUC offers options that you 

might not normally find in some tooty 

management games. You Can take out 

insurance policies an your players, raise 

ticket prices, build new stands, follow the 

progress of the youth squad and gain 

access to an impressive array of statistics. 

If you can be bothered, that is. 




The match itself i$ depicted 
by the words MIDFIELD and 
DEFENCE flicking across the 

screen to indicate vaguely 
what's happening on the 
pitch from one minute to the 
next. It's about as enlighten- 
ing as watching Sky Soccer 
without the decoder card. 
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Phew, Leeds eh? They're a foot- 
ball team from Yorkshire all 
right, And not just any old foot- 
ball team from Yorkshire, but the 
current Premier League champi- 
oni.no less. This is a state of affairs 
thatis unlikely to last another sea- 
son, given the team's current form 
{knocked out of every Cup going 
and struggling in the League}, which 
is why CDS has no doubt decided to 
get this game out on the streets 
while the Champions! tag still 
applies. Somehow, 'Leeds United 
1 2th Place" doesn't have quite the 
same ring. 

But whatever bad medicine the 
boys from Elland Road may be expe- 
riencing (shame about Watford, eh 
lads? Ho-hol), we shall brush aside 
in order to view this officially 
licenced game objectively, Spuming 
the trend of turning teams into 
action -based computer games 
(Manchester United, Liverpool 
and the forthcoming Arsenal), 



CDS has put the player in the shoes 
of Howard Wilkinson, Leeds manag- 
er, and given you the task of, well, 
managing Leeds back to the top. 
Unfortunately the FA seem to have 
made some kind of administrative 
cock-up - although Leeds were 
champions last season, in the game 
they find themselves languishing at 
the bottom of the fourth division! 
What's more, the Premier League i". 
nowhere to be seen! Just what is 
going on here? 

No matter. It's your job to get to 
the top of the First 
and win as many 
domestic and Euro- 
pean titles as you 
can along the way. 
Jump to it Wilko, 
and whatever you 
do, don't let that 
boy Canto na go at 
any price, Whoops, 
too late! 
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at last Leeds United fans have got 
the game they deserve That is to say 
that Leeds United Champions is an 
absolutely awful game. From beginning 
to end the playing experience is at best 
boring, at worst downright embarrass- 
ing. Even a cursory glance at the screen- 
shots on this page should be enough to 
demonstrate how the game looks like 
something off a Spectrum magazine 
covertape from about three years ago. 
Truly, this is the worst presented game I 
have ever seen, hitting rock bottom 
when the game dumps into an 
Amiga DOS-type text screen to print the 
team stats after each match. Dear oh 
dear, what a mess. Well, I'm not going 
to clean it up. This game is just so bad I 
don't know where to begin. The prob- 
lem with this is that the whole 

thing is so prehistoric, slow, 

clunky, amateur and downright 

annoying that there's absolutely 

no Incentive to play the game at 

all. Some of the team names are 

even spelt incorrectly! Can you 

believe that? Sure, the game 

offers plenty of things to do, 

but so what if you win the dou- 
ble, the UEFA cup and every major title 
in Europe when your only reward is a 
pathetic text message? Some decent 
action on the pitch might have helped 
to alleviate the agony, but all you get is 
more text bouncing around the screen 
atop the worst crowd picture since the 
Arsenal mural. Oh, and there's no sound 
either. Not a blip. No, I'm sorry, but this 
game should be tried and executed for 
crimes against the Amiga, Even five 
years ago this would have been a well 
dodgy release. Now it's Just a bad j"okt, no more sophisticated 
or rewarding than the original Football Manager, and that's 
saying something. I can't imagine that even the most die-hard 
Leeds supporter would be tempted to buy this, and even If 
they did, five minutes of playing it would surely be enough to 
make them jack it all in and go and support Spurs instead 
Don't you even THINK about buying It. 
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As is standard practice with a 
management game, everything is 
controlled from an icon menu - from here 
you can do all the usual stuff, including 
squad selection, training, buying and sell- 
ing players, tactics, financial matters... If 
a real football manager can <4o it so can 
you. Weil, you can't get arrested in a vice 
den, but we're sure that'll be in the 
sequel- Strangely, however, there's na 
mouse or joystick control, and everythii 
has to be done with the keyboard. 
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REVIEW 



The latest in the long 
line of Ocean film 
tie-ins landed on 
Simon Byron's desk 
the other day. "An- 
na," he said, "this'll 
be Cool World, 
then. "Ill find out if 
it's hot or not... 



Coo! World, the film, is the 90s' 
answer to the hugely successful 
Who Framed Roger Babbit? and 
uses the same stunning animation 
techniques to mix real film footage 
with cartoon graphics. It was unclear 
for some time as to whether us Brits 
would be given the chance to see Cool 
World on the big screen but a release 
date has now been set for Xmas and many of you may 
have enjoyed the film by the time you read this. 

Cool World, the game, takes place in both the real 
world and the world they call r Cool r - Harris, the hero, 
has to stop the mischievous Doodles from stealing 
objects from the real world and taking them to their 
natural' habitat. If too many articles are swapped 
between locations, the imbalance will become unman- 
ageable and create a huge cosmic something -in other 
and Harris will die. 

Harris has in his possession a magical pen which he can 
use to shoot the Doodles with. This powerful BIC can also 
be employed m a vacuum cleaner to suck up the destroyed 
cartoon bods and thus remove them from the real world 
With the action happening simultaneously in both Locations 
Harris must, in theory at least, constantly leap between the two 
dimensions using the handily placed Vortexes and maintain the cos 
mic balance for a set time limit. Easy or what? 

(Below) Before you get into the action proper 
you have to negotiate a series of intercon- 
necting Streets, If you shoot the Doodles 
With ¥ nlJ ' P*n r they explode to leave behind 
coins which can be collected and used to 
bribe your way in through the talking doors. 

It's an extremely easy part of the game - more 
so because if you touch the Doodles you don't 
actually lose energy but some of your coins. A 
map of the level can be called up by pressing 
'M' F at shown in the inset. 
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A pert may not sound hard but it sure packs a mean punch. 
The Doodles don't require much to be persuaded to clear off 
{one squirt of deadly ink of our hero's pen should do the 
trick). An interesting "feature' rears its ugly head occasionally 
here; sometimes the 
purple dogs cannot be 
shot and roam the 
streets until they 

come into contact 
with 
you. 
That's 
fair, 
isn't it? 



Her* we are in Cool World. Lovely, 
isn't it? The swirling brown things 
ar* the vortexes that tan he used 
to travel between the two 
location*, All y<>" n«-<'d to do is pull 
down on the 'stick when you're 
passing the vortex and after a brief 
moment you'll find yourself in the 
other world. 
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The bulging black bubble Is a captured baddie. If you presi and hold fire 
he'll be sucked into the pen and the timer will decrease by four seconds. 
you can also shoot the bubble to reveal a bonus, anything from an ink bot- 
tle to a hamburger but by doing so the time is increased. The choke, as 
they say. is yours. 
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Once you've 

completed a 

level it's back 

out onto the 

streets to collect 

tome more dosh, 

A telephone will 

rush about and 

when you come 

into contact 

with him he will 

describe the 

next crime that 

the Doodles are 

going to 

attempt. This is 

all superfluous, 

really, as what 

they're doing is 

irrelevant - it's 

where they're 

doing it that 

counts. 
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If you judged Cool World by its 

opening sequence it would be verg- 
ing on the pervy. If you judged it 

by the opening level you wouldn't 

buy it. But if you judged it by the 

game as a whole then you'd have 

mixed reactions, as I have. I can see 

a good game In there, screaming to 

be let out, but an extremely aver- 
age game is smothering it almost to 

the point of death. The switching 

between both worlds, is a good idea 

but it Isn't implemented particular- 
ly well and on the majority of lev- 
els you can get away 
with remaining in the 
real world and just 
picking off the 
Doodles as they 
enter, it would have 
been a lot better if 
there was an actual 
level objective 
instead of this 'hang 
in there until the 
timer runs out' busi- 
ness which, by defi- 
nition, means things 
don't really get as 

frantic as they should have been. 

There's some sloppy programming 

in there as well - the screen slows 

down terribly when the re's mo re 

than a handful of sprites in view 

and the main character sometimes 

walks half way into a wall with his 

legs spinning wildly. It's not a terribly hard game either 
and with sixteen Jewels it's not going to tax you for a 

very long time. Overall, then, 
it's by no means an essential 
base but just very aver- 
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If you let a Doodle 

roam free in the real 
world for too long he'll 
turn into a Nickel 
Baiter!!! These nasty 
creatures zoom about 
With scant regard for 
gravity, packing items 
in their gobs to take 

back to Cool World. 
They take a good few 
hits with the trusty pen 
to get rid of but, more 
often than not, the 
bonus they leave 
behind will be worth it. 



Gratuitous pictures of the 
intro ahoy! If only for my 
own sake 
I've decided 
to include 

this |iiiiy 

just because 
the cartoony Kim looks 
lovely. The intro begins 
with a series of grainy 
black and white 
animations depicting a pen 
falling from a table. The lid 
flies off, ink begins to drip 
out and a gorgeous pout' 
ing Kim begins to dance... 
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age and, as such, twenty 
si« quid is an awful lot 
of money to be spend- 
ing on a 
game of this 
quality. Try 
Lethal 
Weapon 
instead. 
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Kevin Goes Bald, Kicking Great 
Birds, Kissing Good Bees, Kept 
Green Berries, Karen Gives 
Enough of this, Simon Byron is 
the only person who really 
knows what Virgin Games' 

K.G.B. stands for... 

4. 
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If you want to chat with people then 
feel free, there are loads of topics to 
discuss from the weather to women. 
■Questions a no responses are select- 
ed from the multiple-choice lists. Of 
course, if you've Anything specific to 
enquire about, this is the piece. 

It's just my luck to get this one, you 
know. I can see that my fingers are 
going to he tired out by the end of 
this review what with all the Mr 
Unpronounceable- name people that 
populate the rough, tough world of 
the KG.B, but, being the profession- 
al journo that I am, I will endeavour 
to overcome such obstacles and pre- 
sent a full and informative appraisal 
of the game that people in 'the 
know' are currently calling 'K.G.B.' 
(for reasons that are classified]!. 

The K.G.B. was one of the most 
powerful and feared organisations in 
the world and their 'methods' were 
unique to say the least. It has not 
been unknown for them to cut 
tongues out or bash blokes (or 
women, children, animals, flow- 
ers - even a few trees) around 



with a diverse set of weapons that 
include rubberhoses, truncheons, 
belts, boots, bottles and hot-plates 
(of the floral rimmed, bone china 
type, I'd guess). They are one of the 
most feared groups in the world 
and with methods of torture like 
that, I'm not surprised. 
"But what has this all got to do 
with me?" I hear you all ask (poet* 
if licence, I know)- Well, you are 
Captain Maksim Rukov, a newly- 
appointed member of a sub-branch 
of the KGB entitled Department P'. 
Your super-hard boss, Vovlov, packs 
you off to investigate the death of 
Golitsin, an ex-KGB member him- 
self, With the strict order to "Pre- 
sent your report at six o'clock", you 
set off into the cold world of Com- 
munist Russia,.- 






REVIEW 




MISSION 
ACCOMPLISHED? 

Most of the aspects of the game can be described 
by walking through the early stages of the game. 
This also doubles as a solution to the coverdisk 
demo we ran a couple of months back. What a 
stroke of luck, eh? 



The game 

begins in your 

new office. 

There's not 

much to do or 

find here so it's 

best if you 

leave pretty 

sharpish and 

pop through 

the door on the 

right... 



Vour first ci<*;j at Departnent P, 

Most r>w KGB. Uhofupr at r *m<]FTi 
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Once outside your 
office you'll meet this 
gruff guard who's not 
very talkative. If you 
try to leave the room 
(movement between 
rooms is achieved by 
just clicking on the 
door) Volvov will 
appear and summon 
you into hit office... 

Volvov Isn't the nicest 
of bosses to work for - 
he could do with a 
course an people man- 
agement for a start - 
but being the new tooy 
you'il have to listen to 
what he's got to say. 
He's also very time con- 
scious so pay attention 
to the deadline he 
gives you. 



When you leave 

Department P's offices a 

menu will appear from 

which you can select your 

destination. This list 

grows as you learn more 

locations during the 

game but at the moment 

you can only travel to 

Uncle Vanya'g) or 

Go lit sin's office. Now, 

where are you supposed 

to go? 




uncle VifiLia § 
4 [ 





This guard won't let 
you in unless you 
show him your papers. 
You're already carrying 
them in your inventory 
so hand him the docu- 
ments and! step inside. 



Once inside Golitsin's you should pick up all the 
available objects (don't forget to check out the 
radio) and attempt to open the drawer. 

Unfortunately you'll discover that it's locked and 
the key is nowhere to be seen. Perhaps you 
should ask somebody for it? If you do manage 
to obtain the key then you'll find a few handy 
items which are essential to your progress. 



THE VERDICT 



Before we start I'd just like to say th, 
the musk, groovy as it is, is the most un- 
KGB-ish collection of crotchets and qua- 
vers that you could ever imagine (It's 
changed from the coverdisk demo a cou- 
ple of months back). Initially It's quite p| 
appealing but I bet that most monitors 
will be running with the volume down £: 
low within five minutes of play. Apart 
from this, though, the hard-edged world 
of the Soviet Secret Police is portrayed mei 
extremely well and the text descriptions 1' 
are sometimes quite shocking* Whilst 
this could make it a depressing game to 

play, Cryo have injected plenty of dark 

humour into the game which, surprising- 
ly, adds a great deal to the gamepfay '-'Ll 
instead of detracting as you might thin 
A special mention must also go to the 
intelligent mouse-pointer which makes 
light work of all the object manipulation 
and general adventuring. The way that 
the various commands can be callr"* 
so that they always appear under 
current position of the cursor Is af 
excellent a.nd this ease-of-use is a bo 
especially considering the amount 
interacting you need to do. The ai 
ture itself is huge (to say the least 
the only reservation I have about 
that It is, on occasions, very time 
tive. Sometimes it is very easy to 
appointments and subsequently mess 
a particular aspect of the adventure. J 
a tiny gripe, though, as I'm sure that i 
you're after a mature, humorous . 
ture then K.G.B will fit the bill mo 
than nicely. 



The interface in KGB is 

very easy to use and ail 

options are available via 

the mouse. Conversations 

(right) are conducted by 

choosing topics from a 

pop-up menu and all 

'actions' can be called up 

and selected with a simple 

click of the right mouse 

button (below right). 



putj^her; Virgin 

Df veloprr: CryO 



£30.99 January 
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This time, it's hiding in the most terrifying place of al 
your Amiga! Gary Whitta baldly goes where no man, 
etc, etc. 

And about time too. No, I'm not referring to the lateness of this particular game (altho 
it has taken its time in coming) but to the fact that this is the first time Amiga dwi 
have been treated to an offical Alien game. It's all the fault of the films, of course. W 
the original Alien appeared in 1979, the 2X Spectrum was Still but a glimmer in Clive Sincli 
eye, and when Aliens fallowed in 1936 the only licensed games were B-bit versions beci 
the ST and Amiga were, at the time r expensive luxuries for computer fattats. So, everyoL. 
had to wait the long time that's become customary with Alien sequels for the third movie 
surface to get their share of Alien-based game action. 

Shame about the film, though. The only person to give St a decent review was Ken Liv 
stone, and that probably says more about him than it does about the movie. Let's be hon 
it's pretty shoddy stuff, isn't it? The sort of film where you wished you'd done what all ) 
friends told you to and waited for the video to come out. 

But enough of this - we're here to talk about the game. Given the rather limiting consm 
of the script (no weapons, only one alien, bald heads all over the shop), developers Probe h 
taken some necessary artistic licence with this adaptation. So, while the player controls Rif 
and she is indeed bald, she now comes armed with an armoury of futuristic weaponry i 
an entire legion of aliens to battle against It's not exactly faithful to the film, but then a 
would you want it to be? 



The film's moody set- 
ting an the Fury prison 
planet has been inter- 
preted here, hardly sur- 
prisingly, as a 
cavernous network of 

platforms, ladders and 

tunnels in which the 

player, a* shaven- 

haired Ripley, dashes 

about in search of 

human survivors. The 

objective for each 

stage, played out 

against a Strict tint 

limit, is to locate and 

release (by touching 

them) a set amount of 

humans who haue been 

stuck to the walls with 

alien flob, then to 

escape via the exit door 

that leads to the next 
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Unlike the fitm, Ripley has an impressive arsenal with which to 

defend herself, including the second film's M41A pulse rifle, a 

flamethrower, a rocket launcher and a handful of grenades. 

Supplies are limited to 99 units of ammo for each weapon, but 

.can be topped Up by,-, you guessed it... picking up crates that 

\ have been conveniently left around the colony. A natural 

1 athlete, Ripley can shoot at the slimy suckers while crawling 

J through tunnels and climbing ladders, and also aim her 

shots up or down to knack out those inconveniently-placed 

enemies. Wh.it a girl! 
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The aliens themselves are in no 5 
sup-ply, attacking at every availab 
opportunity, often with little or n 
warning. A radar scanner shows 
position of aliens and humans in the 
immediate vicinity - a feature which 
comes in very handy. It's best to let 

Kp on the first sight of alien mov< 
lent, as the hardy little devils tal 
quite a few hits to kill. Ripley's ener- 
gy it depleted each time she's 
jumped on by an Alien (phwoar!) ' 
she can top up her vitality by tin* 
medikits around the place. 
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THE VERDICT 



Hmmm, The most notable thing 
about Alien 3 is that you probably 
wouldn't know it was based on the 
film if it didn't say so on the box, 
because the designers have so obvi- 
ously ditched 99% of the film mate- 
rial to concentrate on doing their 
own thing. Given the limitations of 
the movie this is no bad thing, but 
it does make you wonder if we're 
experiencing a serious Jack of origi- 
nality in the film licence genre at 
the moment. Forgetting the film 
connection and concentrating pn 
the game, though, Alien 3 is a com- 
petent blaster cum arcade 
adventure. It moves at a decent 
rate, offers plenty of pyrotechnical 
treats and, in general, feels good. 
_^^^^^^^ The problem is that 
it's a trifle unfair at 
times, mainly because 
of the Aliens' irritat- 
ing tendency to leap 
out at you with little 
or no warning - even 
the scanner doesn't 



Pubi^hrr: Acclaim 

Developer: Probe 



£2 5.99 Out Now 
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cal level or stage consists of 
rge platform- based areas where 
e hostages are being held, and 
tlaushrophobk duct networks thJ 
link them together. Ripley travels 
from area to area by crawling and 
climbing through these grotty tui 
hich also happen to be i»r 
the overgrown 
-crawiies- To add to the ten- 

imt tunnel areas are clacked 

teeming illuminated only 
Ripley plucks up enough bot- 
to enter, 
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" Phew! This prison 
planet is a bit treach- 

J erous. Never mind 
about alt these aliens 
climbing up the " 
and dropping ■dc. 
from the ceiling, 

there's plenty of 
other perils, to worry 
about. Falling too far 
can be fatal, as can 

1 coming into qijntact 
with any of the big 
fans that ventilate 
\ the complex - 
remember in the "' 
where that geezer 
got sliced to bits? 



help much in this 

respect. The problem 

is that they move so 

fast, it's often difficult 
to blast them before they're on top ■ 

of you. It's nice to have a choice of 
weaponry, but none of them are 
radically different. Does it matter if 
you kill an aliens with bullets or 
fire? Not really - the only time 

there's any need to switch is when your current weapon is 
low on ammo. It would have been nice to have some more 
forgiving player control in the tunnel sections too. Moving 
around can be a pain, and it's here that the alien attacks 
are at their most annoying, sometimes giving the player no 
chance to defend himself. The fact is, though, that none of 
these faults render the game unplayable. Most of the time 
it's enjoyable enough, but you never really get that 
"What's around the next corner?" feeling of tension you'd 
expect from an Alien game. Forget about the film - if 
you're after an Alien 3 game, you'll not find it here. What 
you will find is an above-average action game that won't 
turn many heads but is worth a look never-the-less. y 
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THE VERDICT 

"Ycuch!" That was my immediate 
reaction to RoboSport. If my years 
In the games- reviewing business 
have taught me anything it's that 
any game that runs in Workbench is 
99% certain to be a piJe of old 
doggy doo-doo. Fortunately, 
RoboSport proved to be in that tiny 
1% of games that aren't... Mind 
you, not that you'd think that was 
going to be the case from the graph 
ks and sound as both are poor, 
especially the latter, and the use of 
the bog-standard Amiga font 
throughout the game conspires to 
make it look like a 
very amateurish 
affair, it's likely that 
the typical gamer 
will be so repulsed by 
the terrible front end 
that they'll not be 
inspired to venture 
into the game beneath, 
which is a big pity as 
it's good fun. Thanks to 
a superb beginners tuto- 
rial in the manual it's 
easy to get to grips with 
the excellent droid con- 
trol system very quickly. 
The tension and 
suspense generated by 
the synchronised turn 
system is brilliant, and 
this nail-biting atmos is 
heightened by the fact that as the turn is gener- 
ated by the computer (which takes a short 
while) you can hear the shots and explosions as they hap- 
pen but not see them... until you watch the playback. Also 
I would've have preferred the droids and backgrounds to 
have a 'harder' look - the cute style just doesn't seem to fit 
but don't let this or the (very) rough edges put you off 
what is one of the better fun strategy games on Amiga. 



Ocean's RoboSport looks like a PD game, 
sounds like a PD game and feels like a PD 
game but that didn't put off brave boy 
Davey Upchurch! 
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cean have been a bit quiet about RoboSport, the latest from Sim 
| City/Earth creators Maxis, Indeed, until the fully-boxed and f inishee 
copy plopped onto my desk I hadn't seen anything about the game 
at ail, bar a few snippets of pre-release news a few months back, Norma- 
ly this lack of fanfare for a game's release implies an embarrassing: duffer 
but there's nothing to be ashamed about with RoboSport; despite lack- 
lustre aesthetics it's not at all bad. 

It% ,'j strstegy/wargame, with the player competing against a maximL,- 
of four human- or computer-controlled enemy teams. Every turn, the play- 
er gives orders to his squad of battle-hardened droids, directing then- 
around the game 'arena' and into battle. Points are awarded to the com- 
batants depending on their performance and specific game tasks completed 
and the player with the highest tally is crowned victorious - it's not always 
the last team left standing which wins, although it usually is! 

There's ,i huge number of options, allowing you to vary combat scenar- 
ins, game complexity, arena terrain, droid weapons,,. Maxis claim there are 

over 2100 games to try out, If yOv 
ever) get bored of all the prese" 
mes you can even design your 
own customised ones! 



Each turn the droids are directed 
around the battlefield using a 
point -n' click interface called 
'See ++' (sad programming type* 
will get the, ahem 'joke' '}. Apart 
from simply moving the droids 
from A to B, the player ran alio 

make them crouch (although 
this limits their movement), scan 

the area and fire on any targets 
| that happen to come within 
range, aim and fire on specific 
targets and so on Although a 
bit bewildering at first, in uSe 
it proves to be an easier and 
friendlier system than it ini- 
tially seems. 
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Once all the teams have been given 
their orders, the turn is generated 

and the player can sit back and 
watch as the action is played out. 
Because the player has to base hit 
orders on info about the enemy posi- 
tions dating from the end of the last 
turn, this part of the game can be 
nerve-wracking, especially when you 
see your droids dumbly wandering 
toward an enemy ambush with you 
totally incapable of intervening.,. 



There are five different game types 
to sample, each with their own vic- 
tory conditions: Survival (be the 
player with the last droid standing 
on the battlefield): Treasure Hunt 
(like Survival, except there are 
bonus-awarding 'coins' to find); 
Capture The Flag (kidnap the 
enemy's standard while defending 
your own!: Hostage (like Capture 
The Flag, except you have to rescue 
a captured droid and if the Hostage 
is killed during the attempt there's 
a heavy penalty to pay); and 
Baseball (be the first to get your 
droids onto all the 'bases' scattered 

around the arena). 
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• TIME FOR CHAOS • 

Atari ST (STE Enhanced), I Meg Amiga & PC • I or 2 Player 

CI, Metropolitan Wharf, Wapping Wall London E1 9SS, 1992 The Bitmap Brothers, Published by Renegade. 
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MICRODISK 



Please make cheques /P.O. payable to Microdisk p.p UK add 
75p per item. Europe add £2.50. Elsewhere E3.5D 



FREE 

MYSTERY 

GAME 

WITH ORDERS 

OVER £45 



Viltiers House 

110 Villiers Road 

Watford Herts 

WD1 4AJ 

(0923)676419 

All items subject to availability E.&0 E 
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A10TANK KILLERENH 21 .99 

ADOAMS FAMI LY 1 6.49 

AIR SUPPORT 17.99 

AIR WARRIOR , , 24.99 

ALCATHAZ . .16.99 

AQUATIC GAMES ....16.99 

ARABIAN KNIGHT (NEW) . .16.99 

ARCHIE MACLEAN'S POOL 16.99 

ARSENAL F.C 16.99 

ASSASSIN <1 MEG) -.16.99 

ASHFS Of EMPlREM MEG) 24.49 

A- TRAIN 2249 

BARBARIAN II 16.49 

BAT II 22.49 

BATTLE ISLE 16.99 

BATTLE TOADS ,...„ 16.99 

BEAST 3(1 MEG) 16.99 

BEAST MASTER -16 99 

BEAVERS 16 99 

BIRDS OF PREY 23.93 

BLACKCRYPTfl MEG'i 16 95 

BUG BOMBEfl 16 99 

CASTLES 20.99 

CASUf OF OR BRAIN 23-49 

CENTURiAN 16.99 

CELTIC LEGENDS 21 .99 

CHADS ENGINE 20 99 

COOL WORLDS 16.99 

CONQUEST Of THE LONGBOW 23.99 

COVERT ACTION 23.99 

CRAZY CARS 3 16.99 

CREE PE RS 22.49 

CRUISE FOB A CORPSE 1S.99 

CURSE OF ENCHANTIA 24.49 

CYBERC0N HI 16.99 

CM LISA! ION 23.99 

DAFK MERE (HEW) ...22.49 

D-GEHERATION 16.99 

DOJO DAN 1 6.99 

DOODLEBUG (HEW) .16 99 

DONE 22.99 

DYNABLASTER 22.99 

ELVIRA JAWS Of CERBERUS 23.99 

EPIC 19.99 

e!:R(IHI-AN CHAMPION FOOTBALL 16.99 

EYE OF THE BEHOLDER 19.99 

EYE OF THE BEHOLDER 2 2299 

F1S STRIKE EAGLE H 23.99 

F19 STEALTH FIGHTER '9 99 

FATAL STROKES 16.99 

FIRE FORCE (NEW) ... 1 6 .99 

FIRE AND ICE 16.99 

FLOOR 13 22 99 

FOOTBALL KID TBA 

FORMULA 1 GRAND PRIX 2399 

GAMES E5PANA 92 2299 

GAUNTLET 1)1 16 99 

GOBLINS 16.99 

GODFATHER 16.99 

GODS 16.49 

GRAHAM TAYLOR 5 SOCCER CHALLE NG E ,. 1 6.99 

GUNSHIP ?00O -..22.49 

GUY SPY 22.99 

HAGAfi THE HORRIBLE 16.99 

HARLEQUIN 16.49 

HARD NOVA 16.99 

HARPOON 19.99 

HEAD TO HEAD 22.49 



COMPUTER TITLES 



HEIMDALl 19.99 

HERO QUEST (I MEG) 21.99 

HOI (NEW).. 16.99 

HOOK .16 99 

HOSTILE BRE ED 1699 

HUMANS 22.49 

I JONES FATE OF ATLANTIS TBA 

IAN BOTHAMS CRICKET. ., 16-49 

INTERNATIONAL SPORTS CHAMPION 2299 

ISHAR ...22.49 

JAGUAR XJ220 1 6 .91 

J.WHITES WHIRLWIND SNOOKER 19-99 

JIM POWER -19.99 

JOHN MADDENS FOOTBALL 1M9 

KICK OFF III (NEW)., 16.99 

KIO GLOVES I! , -16.49 

KINGS QUEST V 23.99 

KNIGHTM ARE 16,99 

I AS I MlNjA 3 16.49 

LEANOER 1 6.99 

LEGf.NO, 20.99 

LEG END OF K YR ANOI A . .. ;. 22.49 

LEISURE SUIT LARRY S 23.99 

LEMMINGS , 16.49 

LEMMINGS 2 „ , 22.49 

LEMMINGS STAND ALONE 16,49 

LETHAL WEAPON 16,99 

LINKS 24.99 

LIVERPOOL 16.99 

LORDS OF TIME ,,.,,..16.99 

LQTUS3 16-99 

LOTUS TURBO CHALLENGE 2 16.49 

LURE Of THE TEMPTRESSjIMEG) 21-99 

MEGA FORTRESS 20.99 

MEGATWIHS ,.,..16.99 

MICROPRQSE GQLf 23.99 

MIDWINTER II 23,99 

MIG 29 SUPER FULCRUM 2199 

MIGHT & MAGiC III 22 99 

MOONSTONE 20 99 

MONKEY ISLAND .... ,. ,. , 16.99 

MONKEY ISLAND H(REDUCED) 22 49 

MYTH 16.99 

HICK FALDOS GOLF , .22.99 

NIGEL MAHSELL WOR LD CHAMPION 1 9.99 

NOBBY THE AARDVARK (HEW> ..-16-99 

IOTA 9 23.99 

QRK .(NEW! , 1 6.99 

OUTLANDER (NEW).. 16.99 

PGA PLUS 22-99 

PGA GOLF DATA DISK , 12.99 

PINBALL FANTASIES 22 49 

PIRACY 16.99 

PI AN 9 FROM OUTER SPACE ,22,99 

POOLS OF DARKNESS 22.99 

POPULOUS II 20.99 

POPULOUS/SIM CITY 20.99 

PREMIERE :. 19.99 

PREMIER MANAGER 16.99 

PROJECT* (1 MEG) 16.99 

PUSHOVER 16.99 

ROAD RASH 16.99 

RAILROAD TYCOON 24.99 

REALMS .20.99 

RED BARON , 23.99 

RED ZONE (1 MEG) 16.99 

RISKY WOODS... 16.99 

flOBOCOD 16.49 

fiOBOCOPlll 1699 

RO"<_" 1RTS J0.99 
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SABRE TJAM{1 MEG> 16 99 

SENSIBLE SOCCFR 16 99 

SHADOW OF THE BEAST 2 16 99 

SHADOWLANDS 16 99 

SHADOW WORLD „.„„.„ , 16.99 

SIM EARTH 22.49 

SILENT SERVICE II ,,,23.99 

SILLY PUTTY {1 MEG) (NEW) ..1699 

SIMANT 23.99 

SIMPSONS., . 16 49 

SHUTTLE (REDUCED) 20.99 

SPACE ACE2 . 25.99 

SPACE 1889 19.99 

SPACE CRUSADE 16.99 

SPACE QUEST IV 25.99 

SPECIAL FORCES . 21-99 

STREET FIGHTER II 16.99 

STRIKER ....... 16.99 

SUPER SPACE INVADERS ,20.99 

SUPER TETRIS 22.99 

SUSPICIOUS CARGO 16.49 

TEAM YANKEE ., ,. , , W.% 

TEAM YANKEE ll .23-99 

TEARAWAY THOMAS TBA 

TENNIS CUP 2 16.99 

TERMSNATOH II 16.99 

THE CARL LEWIS CHALLENGE 16 99 

THE COOL CROC TWINS 1 6 99 

THE MANAGER 22 49 

THE PERFECT GENERAL 22 99 

THUNDERHAWKAH-73M 21 99 

TITUS THE FOX 16 99 

TRODDLERS 16 99 

TV SPOHTS BOXING 16 49 

TV SPDHTS BASEBALL 16.49 

UGH , (NEW). ,16.99 

ULTIMA. VI 29.99 

UTOPIA 20.99 

VIDEO KID 16.99 

VIKINGS 16.99 

VRQ0M , 16-99 

WAX WORKS , 24.49 

WEEN 22.49 

WILLY BEAMISH 21.99 

WING COMMANDER 11 MEG) 22.49 

WIZZKID,, 16.99 

ZOOL (REDUCED! . 15.99 



ACCESSORIES 

1.'2 MEG UPGRADE + CLOCK (REDUCED) 24.99 

AMIGA 4 PLAYfR ADAPTOR 7,99 

40LOCKAJBLE DISK BOX 6.99 

80 LOCKAJBLE DISK BOX 8.99 

BOX 10 BULK DISK 6.99 

BOX 10 SONY DISK 9.99 

QUI CKSHDT PYTHON 1 10.99 

QUICKS HOT MAVERICK 14.99 

OUICKJOY JET FIGHTER 13.99 

QUICKJOV TOPSTAR ,,20.99 

COMP PRO 50O0 EXTRA CLEAR 1 3.99 

NAVIGATOR 13.99 

?IPSTICK 13.99 

DISK BOX & 
JOYSTICKS P&P £1.00 



COMPILATIONS 



BOARD GEMUIS 

■-: RABBLE, RISK CLUEDO 
MASTER DETECTIVE 

£17.99 



: 
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BIG BOX 2 

R- TYPE, 
GHOSTBUSTERS.SHANGI I \ 
SIN HAD. DEFENDERS OF I I 
EARTH, TV SPORTS FOOTBAJJL. 

BACK TO THE I L 11 RE 1. 
ARMALYTE, 1K+, BAMBl 

£17.99 






SUPERFIGHTERS 

FINAL EIGHT. WAV. P, 
P1TFIGHTER 

£16.99 



DREAM 1 1 AM 

1 1 RMINATOR2, SIMPSONS 
W.W.F. 



£17.99 
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BUDGET GAMES 

"SOP OFF LIST PRICE 
P&P ONLY 50P 

3D POOL 

BACK TO THE FUTURE III 

B. JBBLE BOBBLE 

CARRiEH COMMAND 

CHASE HQ . 

CISCO HEAT 

DOUBLE DRAGON 

EMLYN HUGHES SOCCER 

F16 COMBAT PILOT 

GAUNLET2 

GOLDEN AXE 

JAMES POND 

LOTUS ESPIRIT 
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BATMAN THE MOVIE 

FAMA KICK BOXING 

PITFIGHTER 

PLOTTING 
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RAWBOW ISLANDS 

TV SPORTS FOOTBALL ,..,., 

TV SPORTS BASKETBALL 

PAPERBOY II 

JOHN LOWES DARTS 

SHOOT EM UP , 

4D SPOUTS DRIVING 

4D SPORTS BOXING .. , 

WACKY RACES 
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REVIEW 



CYT 

Oh dear. Prototype 

droids in an 

underground 

robotics research lab 

are running amok, 

killing scientists, 

smashing walls and 

generally damaging 

the furniture. Send in Upchurch to sort the 

situation out! 

Way back in the dawn of computer gaming, there was a rather 
excellent little arcade coin-op by the name of Rohotron Z0B4. 
From Williams, the people who brought you Defender, the game 
was a simple tout highly addictive shoot- em-up set in a barren single-screen 
arena, starring a hero with a big gun (hooray! J, a gaggle of shambling 
humans begging to be rescued and a seemingly-endless supply of blastable 
droids. The aim was refreshingly simple - stay alive long enough to get onto 
the next level... 

Now imagine this bask but winning formula tailed up but sadly dilut- 
ed by the addition of the typical trappings of a 90s game, i.e. fifty-frames- 
per-ietond scrolling maps to explore, switches to press, power-upsto col- 
lect and - damn it all! - a plot, then you have, in a rvot-so-tompact nutshell, 
Cytron. 





Each game level consists of a small 

number Of station floors connected 

by transporters. The player's aim is 
limply to find all the stranded sci- 
entists wandering around and res- 
cue them (by running them over - 
which is a funny way of rescuing 
people, if you ask me). Once all the 
scientists have be+n found the 
transporter to the next level opens 
up. Time is of the essence - not only 
will the rogue draids kill the scien- 
tists if they find them first but also, 
m4>re worry ingly, the whole level is 
primed to self-destruct. 
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Later levels introduce switches which 

activate and deactivate forcefield 
walls. These really cause problems 
on the levels which force Cyt and 
Ron to split up. where switches in 
Cyt's part of the complex may affect 
waits in Ron's area, and vice versa,. It 
can all get very, very confusing,.. 



Some of the game's 'tighter' Situa- 
tion; require the player to split 
Cytron into its two individual but 
weaker components, Cyt and ■ you 
guessed it - Ren, The playerTan then 
switch to and fro between Cyt and 
Ren with a tap of the spacebar. Of 
the two, Cyt i* the nippier but it can 
only use the weaker laser weapons, 
while trundling Ron is limited to 
lobbing out a variety of short-range 
but highly- powerful grenades. 



By lagging onto 
the research sta- 
tion's terminals 
the player can 
Change Cytran's 
weapon, reroute 
energy from the 
battery reserves 
to top up Cyt and 

Ron's shields, 
access floor maps 
( to locate the sci- 
entists) and find 
out the general 
status of play, 



1 THE VERDICT 

Although I'm loathe to admit it, 
there's nothing that wrong with 
Cytron that an injection of decent 
graphics wouldn't have cured. Yeah, 
yeah, I know - good graphics don't 
make a good game but, let's he hon- 
est, they help, don't they? Cytron 
just looks so drab and depressing. I 
mean, take the explosions - couldn't 
they find a better colour than boring 
{and totally inappropriate) blue? 

After a couple of Jewels 
it quite gets you down. 
The game Itself is fine. 
It's not quite the Para- 
droid beater that the 
press releases implied - 
it's nowhere near pol- 
ished or clever enough 
to be that - but the 
action's fast and furi- 
ous and the strategy 
element is good (hav- 
ing to split up the Cytron tank to 
negotiate the narrow corridors is a 
nice idea), Cytron "s not that hard - 
you can simply avoid the enemy 
droids, rescue the humans and get 
out if you want, though the later 
levels do tend to force you into 

combat - but get 
caught in crossfire 
and it's very easy 
to lose your one 
life f rust rat ingly 
quickly. Cytron 
isn't going to be 
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topping anyone's Xmas list, but it's a 
pleasant-enough little time waster. 
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REVIEW 



Simon Byron's mum wouldn't 
exactly describe him as a tear- 
away - she'd use something 
much stronger, probably swear- 
words. What do parents know, 
anyway? Nothing, that's what. 
And I'll tell you another thing.., 
(Just write the review - Ed.) 




Good old British Bulldogs, that s what I say If it wasn't for thus* lovable creatures them 
would he a generation of thugs with other assorted animals tattooed on their biceps 
or foreheads. I wonder why the British chose the bulldog as a symbol of patriot is rr 
anyway, What was wrong with a bat or Anthea Turner? I'd certainly have both those perma- 
nently engraved on my skin, no worries. Anyway., I digress. 

Tearaway Thomas is a bulldog and a rather cute one at that, thank goodness. He's bee* 
charged with the task of appearing in an all-new unlicensed platform game which will, th* 
marketing geezers at Global Software hope, become as successful as that bloody hedgehoc 
and that thick plumber. Thomas has found himself, like you do, in a strange new world from 
which he can only escape by collecting a set amount of gems and making his way to the exit 
point. Each levd has a strict time limit and a number of nasties and Tom must battle his way 
through fifty of these levels in his journey from Woodland to Futureworld, 

The game's hype has been conspicuous by its absence - there simply hasn't been any. This 
could be considered as a point in Tearaway's favour or look as though the software comp* 
ny is embarrassed by its new game. Whatever it is, it's a strange game, and no mistake. Let" * 
find out why, shall we 
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These helpful red arrows pop up occasionally to nudge 
you in th* right direction, so there isn't much chance to 
get lost, The purple birds, although cute, are deadly and 
cannot be destroyed due to Thomas' complete lack of 
destructive ability so it looks as though he'll have to 
tread carefully during his trek, 



You don't have to 
walk everywhere in 
Thomas' colourful 
land. These swing- 
ing platforms pro- 
vide ideal transport 
from A to B with the 
minimum of fuss. As 
the player always 
has control over the 
bulldog even when 
he's leaping or spin- 
ning through the 
air, jumping onto 
them is a lot easier 
than it actually 
looks. 





(Above) The exit 
remalm nailed up until 
the stated amount of 
gems have been collect- 
ed. There are often 
more gems on the level 
than you actually need 
with the percentage 
required increasing as 
the game wears on. 
Once a sufficient 
amount has been col- 
lected, a message will 
inform y&U that the exit 
is open and you can 
either make your way 
straight there or go for 
extra points, 
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Thomas flies through the air in a - 
haw &hall wp put it? ■ hedgehog - 
inspired spin. He may not be able 
to destroy anybody whilst in this 
position but he can bounce oft the 
top of mast of the other creatures 
that wander about. Doing this pro- 
vides extra paints so all you high- 
score freaks can use this move to 
your advantage. 



Some levels vary from the sprawling 
mass of platform* to the almost single 

screen width we -.<■,■ here. The e*it is 

located at the top of this very tall tree 
and whilst this may sound fairly easy, it 
actually requires a good deal of 
platform negotiating skills for Thomas 
to reach the sum 



| THE 



VERDICT 




Blimey it's fast. Too last in some 
places and it strikes me that 
perhaps the game could have been 
toned down s tightly. It's all very 
well pushing the machine to its very 
limits but when it causes some of 
the mad, frantic situations found in 
TT it can also work against it It's 
hard as well and some of the levels 
pushed my incredible gaming 

talents to their vast 
limits. So, we've 
established that 
Teara way is a fast, 
hard game • but is 
It any good? Well, 
yes, very much 
so, but I think 
that it could 
have been just 
a touch better 
if a couple of 
mportant ele- 
ments had 
been imple- 
mented 
slightly differently. Thomas 
should have been given some form 
of destructive ability - it seems 
weird having to avoid everything in 
a game. Another aspect of the game 
which is mildly annoying Is the way 
that the player is penalised for 
touching the nasties. Because 
Teara way Thomas is so time sensi- 
tive - the harshest punishment is 
the period of time where 
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As well as running and Standing on moving plat- 
farms, Thomas can climb as well as Chris 
Bonnington. There are many of these ropes hang- 
ing around the place and it is surprisingly easy to 
leap on and off them. A good job, really, as, more 
often than not, you'll find loads of extra birds 
around these ropes, just waiting to attack you. 

When the Shamen sang 'Bees are good' they 
obviously hadn't played Teara way Thomas! 

These stripy creatures flit about with alarming 
speed, constantly homing in on you. They are 
the hardest creatures to avoid that I have 
come across - perhaps too hard - as it is almost 

impossible to avoid getting Struck by them more than once 
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Thomas looks stunned whilst the 
seconds tick away. This is all 
well and good but, On 
occasions, he gets stuck 
between two fiends and just as 
he is about t .> get up is struck 
again. Aside from those two 
grumbles, though, TT is a tough, 
enjoyable game which really does 
achieve what it sets out to be - 
namely a fast, playable platform 
game with no overly -fancy bells or 
whistles. 
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Bart 

Simpson's 
favourite 
K rusty meets 
The One's resi 
dent funny guy 
David Upchurch 
in a titanic Klash 
of the Klowns! 
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iiiiii Kids! Who do 

I you love?" Krusty's 

I L.iuhphrases will be 
w&SI known to anyone who's even 
remotely familiar with The Simpsons. The 
comical clown is Springfield kiddie TV's 
most popular celeb who happily abuser 
his position of trust by having a cynical fin- 
ger in just about every tacky merchandising 
pie going, from Krusty Burgers through Krtjsty 
Dolls to Krusty Summer Camps. Just the sort 
of wholesome character to be hero of a cutesy ^ 
arcade game, eh? V* 

The game is a bit like a sprawling version of Troddlers, S V 
with heavier emphasis placed on the platform-y aspects ^ ^ 
of the game than Storm's arcade puzzler (this was a con- 
sole game first, after all. so there's got to be some plat 
forms in there somewhere)- A plague of rats are causing havoc 
in the Funhouse so Krusty has to enter each of its many rooms 
and, using the blocks, springs, pots and fans lying around, coax the 
rascally rodents to a rat masher 

Once all the rats are disputed of 
in a given area of the FuflhouiP com- 
plex., the door to the next opens up, 
except with more devious puzzles 
and precarious platform arrange- 
ments. Get the idea? Good r then I'll 
begin... 
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Krusty 

starts the 

proceedings. 

with a happy "Hiiiii Kids!" but how 

soon the laughter turns tb tears if he 

fails to get rid of all the rats! 




You can't complete <i I 
(and thus open up turC - ' 
rat-infested areas of 
Kru sty's Funhouse} until 
you've found a way to 
open these special doon 
with the golden locks. Art 
the only way to da that a 
to successfully 'complete 
all the other rooms in f- 
areaj. 'Completing' a leve 
doesn't always mean just 
getting rid of all the rati 
there may also be secret 
rooms you've got to 
explore as well. 



It's not too far into the 
game before you start 
encountering pipes. If 
the rats walk into one 
they'll get sucked around 
its bends and twists and 
thrown out of the other 
end- Suffice to say they 
can prove very useful at 
times in getting the rats 
to th« masher- However, 

the pipes may need some 
fixing before they'll take 
the rats to where you 
want them to go - pipe 
sections can be picked up 
and dropped down to 
achieve this. 
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m Level 
Kru sty's rat- 
trapping 
adventures 
you to peruse. 
Read and 
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Some purple bonus blocks contain m weapon, either a custard pie or a pur- 
ple blob. The custard pies came in healthy sets of ten, but *re pretty -feeble ■ 
pn the later levels it can take several pic hits to see off an enemy. The blobs 
come in limited clips of five but will bounce around wildly, blasting any 
mohiters or destructible blocks in their path. 



The most common 

type of block is this 

blue variety. All they 

do is provide a handy 

Stepping stone for the 

rats to climb up to 

OUt-cvf -reach ledges or 

platforms. Other block 

types include purple 

Ones (which contain 

bonuses), fans (which 

blow the rats a round I. 

springs (to bounce 

Krusty about) and jars 

(which can be used to 

trap the rats so that 

they can be carried 

about). 



THE VERDICT 

Games that are hybrids of gaming 
styles very rarely seem to work. 
Because the programmers are trying 
to cover more than one base the 
differing aspects of the game are 
invariably diluted, resulting in a 
mish-mash crossbreed that doesn't 
appeal to fans of either camp. 
Krusty's Super Fun house, however, 
is the welcome exception to the 
rule. Yes, the puzzles are hardly 
comparable to those found in 
Lemmings or Troddlers and the 
platform action is far Inferior to 
that in, say, The Addams Family or 
Mac Donalds Land, but somehow 
Krusty's manages to be much more 
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pirkrd up, but a swift bum from 
Krusty's floppy-toid sim 24s releases 
the goodies Lontealed inside. Those 
ean take the form of cither a simple 
benut'pointi item or a weapon, such 
j& LUitard pie? or the rnDri'-ptiweiful 
hlobi. Mare rarely they'll open 
t passagew.iy elsewhere In the 



1 1 E R 1 L L 



-■. <-> •-. 



r 




than the sum of its parts. It's 

simply great fun to play, and 

what more can you want 

from a game that that? 

Aspects of the game annoy, 

however. It would have been 

nice, for example, to have 

had some way of scanning a 

room to see what you have to 

do. It's also frustrating that 

when you re -enter a room 
because you missed a secret 
area you have to collect the 
rats again. The game's worst 
fault is that it's very un- 
forgiving at times; make one 
mistake and you might as 
well hit the 'Quit' key right 
away. Still, these are small 
prices to pay for such an 

enjoyable game. It might get a bit repetitive, but 
that never stopped Lemmings being a smash hit, did 
it? The next time somebody asks "Who do you 
love?" now you know what to reply... "Krusty!" 

the game is the 
Troddlers-esque pUZ- 
iling. there's also plen 
ty of platform-style 

action to enjoy. Here 
Krusty's dodging 
lethal drops of acid, 
while elsewhere you'll 
find him performing 
the usual Mario-sty It- 
feats as riding moving 
pl>t 'irms, jumping 
over pits and dodging 

enemy missiles. 
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2 PRICE P.D GAMES 



The Best of P.D. Games 



Quick money 

Doody 

Cybernet ix 

Gonoku 

Croak 



Invaders 

Biplanes 

Tanx 

Defen da 
QBic 



Dtris 

Meg aba 1 1 

Microbes 

Missile Command 

Mutant Camels 



WE HAVE TESTED AND SELECTED THE 

FASTEST, LOUDEST, HARDEST, FUNNIEST P.D. 

GAMES, INTO ONE WICKED ACTION PACKED 

BUNDLE!! 



COMPLETE SATISFACTION GUARANTEED 

ALL DISKS ARE VIRUS FREE. ALL GAMES ARE 

A500/500+/600 COMPATIBLE SOME REQUIRE IM6 



Please rush me the best of RD. Games, 

I enclose a cheque a Postal orders for £6.99 

NAME 

ADDRESS 
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BITBLASTERS, 9 GLENVALE CRESCENT 
NEWRY, CO DOWN, N IRELAND BT35 8BX 



FOOTBALL^ 
TACTICIAN 2 



Widely accepted as the most accurate football simulation available 
FOOTBALL TACTICIAN 2 now offers even more powerful facilities wh di 
set it in a class of its own. New features include: 

" MutthUSQf c&pabilily now increased to 48. with new rating system 
reflecting manager's ability and achievements. 

* FA Premier League and Division One permanently in memory with full 
interaction, promotions, transfers, play-offs, local and European Cups. 

* 900 players accurately and meticulously ngm&d. with real ages 
aptitudes, shifts, playing positions, caps and market valuations, ti 
addition, ait European players are also accurately defined. 

■* All 88 league referees included with true- to- life behaviour. 
' Built-in intuitive team editor, capable of entering new players and fine- 
tuning up to 32 parameters. Essential for the serious user. 

* Unique database-type search facility plus comprehensive data link 
giving access to additional, accurate, historical information on selected 
players- This feature may be further enhanced by the user himself. 

" More recording options: up to 36 matches always recorded IN FULL 
for instant Full-scale replay, plus another 21290 match results and 
league positions going back 20 years, alt instantly retrievable! 
- Intelligent behaviour of computer sides capable of changing tactics to 
respond to situation on the field or making substitutions based on 
fitness and fatigue. 

* Three levels of commentary, from highlights only to ball by ball 
reporting. Plus mid-week transfer and fitness news. 

* Friendties. top scorers charts, precise transfer markets, club history, 
financial position and much much morel 

FOOTBALL TACTICIAN is the first ever managemenl game that includes 
strategy as an integral part of a successful campaign. Team selection, 
needless to say. remains a critical element. Each player in your 20-strong 
squad is now analysed in up to 20 different aspects, enabling you to select 
the side best suited for the match in hand. And then to the BIG innovation 
of FOOTBALL TACTICIAN: full on-line, real-time involvement during the 
match! For the first time ever, you will, as a manager, be able to alter your 
strategy . choose a defensive or offensive system, mark certain opponents, 
drop back some of your players if the pressure is tough, decide exactly 
wtien substitutions should be made, play the off-side trap, go for quick 
counters, etc... With full on-screen commentary and minute -by-minute feed- 
back, you're as involved in the match as any of your players! You will soon 
realise lhat this is no ordinary soccer manager. THIS is the REAL THING. 
You're in charge You manage your side before and during the match. 
Nothing is left to chance. Can you rise to the challenge? Try FOOTBALL 
TACTICIAN and prepare yourself for the ultimate football experience. 
Wo known football gam* is mere accurate! FT2 is updated 
weekly; transfers, bids, injuries are recorded as ^^they happen. If 
your football game still lists Des Walker at A/off M & ingham Forest 
or Paul Stewart at Spurs then^ it isn't Football I b Tactician! 




And now FT2 SCOTLAND! Burning 

on the success of FT2. we are proud to announce the release of FT2 
Scotland- Comprising She Scottish Premier League AND First Division, it 
has all the unique characteristics of the original FT 2. with of course the 
Scottish Cup. the SKOL Cup and all European Cups. This version of FT2 
is the first ever qua lity game covering Scottish Foc-thaN. 

FOOTBALL TACTIC! AM 2 (one meg required) £22.99 

FOOTBALL TACTICIAN 2 (Scotland} (one meg) £22.95 
Also qvx i loble 

FOOTBALL TACTICIAN 1 (half-meg machines) C1&.95 1 1 
FOOTBALL CHALLENGE (the best soccer quiz) £9.95 

l own on AMIGA A5O0/A5O0+/A6O0 □ ATARI ST/S 

Name 
Address 



i enclose cheque for 
.cess orders 



My ViSO numrje' li 
some-doy dispoieh Overseas please add CI p&.p 



TALKING BIRDS 0702 523607 

5 Minster Close Rayieigh Essex SS6 3SF 
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Christmas Time r Cheapos and lager. 

Children singing Christian bargains, 

With logs on the diskbox, 

And gifts on the mouse, 

It's time to rejoice with the games that we play. 

Yes, journey with Simon Byron into the cosy yuletide 

section we call 'Cheapos'. 



'Share Credits.' option, which allows J 
players in two-player mode to share a 
bank and re-moves the need for all that 
frantic trymg-to-collect-the-credits- 
before the-other-player-does malarkey 
(although some people prefer these 
argument-provoking features). 

Another notable improvement is 
the introduction of passwords which 
allows players to jump back into the 
game almost at the point where they 
left off. In addition, locked doors can 
now be opened with a heavy blast 
from the gun and consoles are 
accessed by tapping the spacebar 
instead of fire, avoiding the infuriating 
situation in the original where you 
kept logging on by accident. Smart! 

Should you buy the Special Edition 
if you've already purchased the origi- 
nal? Well, £10.99 is not an unreason- 
able asking prtce and the new levels 
are certainly challenging, so I'd say 
"Yes", If you didn't pick up Alien Breed 
the first time arou nd then clear off a nd 
buy this Special Edition now. 

OVERALL: 88% 




ALIEN BREED 
J 92 - SPECIAL 
EDITION 

Team 1 7 £ 1 0.99 

There's no doubting that Alien 
Breed captured the mood and 
feel of the Alien films better 
than any previous game, and that's 
including the official licences. A prop- 
er sequel is being coded as we speak 
but, as a treat for those of you who 
can't wait. Team 17 have released 
Alien Breed '92, The original game was 
criticised for only having six (albeit fair- 
ly huge! levels with not much va nation 



between them, This Special Edition 
remedies that situation by providing 
twelve a 1 1- new levels to explore. 

The gameplay is pretty much 
unchanged and the power-up 
weapons are the same but there area 
few new features which are extreme- 
ly welcome. The first of these is the 
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WHAT'S NEW IN 
BUDGETLAND? 

...Unfortunately Slicks, the new over- 
head racing game from the Code- 
masters, has been delayed "some- 
what" and has now been put back 
until mid-March so those of you who 
have been looking forward to a 
review in this issue are going to be 
sadly disappointed, Never mind,., 



...Good news for all you Dave 
Upchurch-like gamers out there Our 
sad Ed exploded with joy when I told 
him that one of his favourite games, 
namely Paradroid '90, will be released 
"shortly" on the Touchdown label, 
priced £9.99. I hope the same fate 
doesn't befall you lot... 



...Rumour has it that it really won't be 
too long before The Secret of Monkey 
Island will be released on budget, pos- 
sible by March. Stan saving those 
pennies... 



...It's time to welcome a new budget 

label into our bosoms, so hello 'Glob- 
al Software'. This publisher will be 
releasing all of Demo nware' sold titles 
such as Gem'X and The Power 
for the snip price of £7.99. 
Unfortunately these arrived 
just too late to be included this 
month but, as I say every 
month, watch out for full 
reviews in the next issue... 



..Although this is beginning to 
look like a Codema iters press 

release, more news has 
emerged from the Warwick- 
shire-based budget kings. It 
seems that the long-awaited 
Quatro Firepower four-game 
pack will finally be released in 
February. It's only been 
delayed for a year, you 
know... 
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FUTURE WARS Kixx XL £ 1 2.99 

Future Wars is an. arcade adventure from along that well-trodden Mon- 
key Island path. While doing some seemingly- harmless window clean- 
ing, the hero of the game - control led, naturally, by you - discovers 
a porthole to another time which he decides to enter (like you do). The plot 
then sprawls a crass a number of different time zones as a massive alien plot 
to take over the planet (which you must foil) is gradually revealed 

For a game originally released in 19S9, Future Wars looks and sounds 
excellent. However, some of the puzzles may not suit everybody; there's 
quite a lot of the Did 'idly scan your mouse pointer over the screen in the 
hope of hitting a pixel-sised object of interest' time-waster, Also, it's too 
easy to get stuck in a dead end because you didn't pick up a vital object ear- 
lier on. 

But if there's one thing that realy lets Future Wars down it's the player 
interface. This is, perhaps, the 
only aspect of the game 
which hasn't stood the test of 
time particularly well as it's 
extremely fiddly to say the 
least. When compared to 
Kyrandia {I will stop going on 
about it one day), the control 
over the hero and the way he 
manipulates the various 
objects is crude and can actu- 
ally hamper your puzzle solv- 
ing. 

As for the mark... Well, in my opinion it's a better adventure than last 
month's The Last Crusade which was given an impressive 90% so in theory 
Future Wars should score higher. However, because the player interface lets 
it down slightly it's going to get a lower mark, okay? 

OVERALL; 88% 






F LIMBO'S 
QUEST 

Kixx £7,99 

ewdropland. Professor Franz 

Dandruff. Genetically Undesir- 
able Mutants (GUMs). Hey, 
those wacky programmers are a crazy 
bunch of guys, aren't they? With a 
keen sense of humour like this they're 
wasted behind a keyboard - they 
should audition for a sitcom or some- 
thing. Maybe if they concentrated 
more on their comk-a cling abilities 
they wouldn't churn out distinctly 
average games like this 

What - Flimbo's Quest In Average 
Game Shocker? Yes, it's true. Although 
the game made every- 
body flip their lids 
when it was first 
released because it 
boasted 3 2 -colour par- 
allax scrolling, now it 
just seems O'kayish. It 
still looks fairly attrac- 
tive, if a touch mud- 
dled on occasions, but 
the ho-hum gameplay 
is extremely linear and 
basically it all boils 
down to a platform- 



based shoot-'em-up in the ena 
guickly becomes boring fending a 
the endless waves of tiny en en 
(who all require at least three si - 
from the hero's limited- range shoot« 
and the platform element fails to < 
up in its own right, 

The slight tactical aspect to 
game (whereby you have to deli' 
various articles to the shop to com- 
plete the level) adds spice but since M 
this entails is a load of boring b 
ward s-and-a -forwards journey • 
hardly helps matters much There a 
many more decent games you could > 
spending your hard -scrounged cash or 
and Flimbo's Quest doesn't really si 
out from the crowd enough to warraT 
a purchase. 

OVERALL: 52% 
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PRINCE OF PERSIA 

The Hit Squad £7.99 

What a month for all you budget fans! 
When you think that you can pick up 
this. Future Wars and Alien Breed '92 
Special Edition for only slightly more than one full- 
price game, you can appreciate the way that the 
budget scene has improved recently. 

Prince erf Persia was originally released in 1990 
{although you wouldn't he able to 
tell) and is, quite simply, a truly stun- 
ning game. It was one of the first 
games to use Roto scoped animation 
on the sprites (where computer 
images are drawn over film footage) 
and it's rumoured that the hero is 
based on the author's brother, who 
spent hours leaping about all over 
the place in front o^f a camera. The 
result is some of the most fluid and 
lifelike movement yet seen in a com- 
puter game. 

The game itself involves rescuing a 
Princess from the clutches of a mad 
Sultan. The one-hour time limit is by 
no means generous and helps main- 
tain a tense feeling throughout the 



adventure. It's not very often that you actually feel 
nervous when playing a computer game but you'll 
get a vast amount of butterflies in your stomach 
when playing through Persia's many exciting set 
pieces. 

Prince of Persia can be compared to Another 
World although this budget release is larger and 
far harder, It's a game that has got everything in it 
- sword-fighting, platforms, puzzles, gorgeous visu- 
als and) an unrivalled atmosphere and at £7.99 
you'd be bloody stupid not to have it, BUY IT NOW! 

OVERALL: 90% 
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BIGNOSE 

THE CAVEMAN 

Codemasters £7,99 

jignose the Caveman is in a bit of bother ■ 

.Thanksgiving is looming and he's got no grub to 
"spread Over the festive table. There's only one 
thing for it he'll have to venture out into the horizon- 
tally scrolling levels, bash a few sprites with his trusty 
club and eventually clobber the biggest pterodactyl the 
world has ever seen. 

If you're thinking that this isn't the most original 
game concept this side of Prehistorik then you'd be 
completely right. It seems as though this type of game 
has been kicking around since the real dinosaurs trod 
the sod and Bignose doesn't really add any thing new 
to the tried and tested formula. 

The game starts off quite well with some groovy 
music but it looks as though it's overdosed on one of 
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the most common game pills in existence ■ name- 
ly the presentation tahlet. Screens reveal them- 
selves hy smoothly unrolling from the top of the 
screen which, although nice, just gets in the way of 
play. Sure, you can click past it but it still holds up 
the action annoying ly 

The game itself is nothing to write home about, 
it's just your standard no-frills platform game. It 
moves fairly well, looks adequate but the lack Of in- 
gamc music gives the game an empty feel. It won't 
astound you in any way but it's a pleasant enough 
diversion all the same- Buy this if you already own 
all the top budget released this month 

OVERALL: 58% 
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You know, people often do silly 
things around Christmas. 
When else could you get away 
with placing a feeble paper crown on 
your bonce without receiving a smack 
in the chops for being stupid? When 
else would you actually sit through the 
endless Only Fools and Horses- 
repeats? Newer, that's when. 

And so we come to the Grandslam 
collection. This, too, seems to have 
been hit on the silly season, not 
because it contains ten games ■ 
blimey, that's rougihly £2.59 each! - 
but because each and every one of 
these games is completely crap. Yes, 
£2.59 a game may seem a snip but 
when you consider that whilst I was 
sorting through this collection, Rob 
Carter {our bone-idle Art Editor) 
walked into the Games Room (prob- 
ably desperate to play Sensisoccer) 
and remarked, in his soft Devon 
accent, "Is this PD?" you can gather 




THE GRANDSLAM 
COLLECTION Grandslarn £25.99 



what sort of standard we're talking 
about. 

! know you're all wondering what 

delights are actually in this Christmas 
package so, for your information, I 
shall tell you. For your hard-earned 

cash you receive the horrible Hunt For 
Red October, the embarrassing Eng- 
land European Championship, the 
frustrating Flintstones, the shoddy 
Scramble Spirit, the laughable Leavin' 
Terra mis, the terrible Trivia, the rub- 
bish Running Man, the tacky Terry's 
Big Adventure, the (oh damn, I'm fast 
running out of T words}, um, tea- 
spoon-like Terra men and, finally, the 
eggy Espionage. Phew? 

I, and I suspect you as well, would 
never ever play any of these games 
more than once and surely that is rea- 
son enough to steer well clear of this 
dire compilation. 

OVERALL: 18% 
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COMBAT CLASSICS 

Empire £29.99 

Combat Classics? 
What's all that about 
then? Well, it's obvi- 
ous, silly, The three games 
are classic games featuring 
various combat-type scenar- 
ios from land through sea to 
air (but not necessarily in 
that order) so let's take a 
look at the trio. 

Ft 5 Strike EagSe 1 is, as 
you may have guessed, the 
follow up to F1 5 Strike 
Eagle and one of the best 
modern flight simulations to 
fly onto the Amiga so far. 
Right from the off you can 
see that there has been an 
immense amount of time 
spent on tarting the game 
up and improving the 3D 
graphics engine. There area 
number of different mis- 
sions set in a range of coun- 
tries from Libya to Europe 
and with the different diffi- 
culty levels there's a vast 
scope for each battle. The 

actual flight graphics are some of the prettiest to appear in a simulation yet 
and, coupled with the involving gameplay. make this an essential piece of 
software for flight gurus. 

Team Yankee places you in control of four tank platoons simultaneously 
using a unique display mod e wh ich displays all four tanks* viewpoi nts simul- 
taneously. With five different battles teach with five progressively harder 
missions) the player must utilise both arcade and strategy skills to over- 
come the opponent and win the war. It's not a bad game by any standards 
but you can't help feeling that rt has been surpassed twice now (Pacific Islands 
and, more recently, Campaign, both from Empire, funnily enough) and Team 
Yankee may just have passed its sell-by date. 

688 Attack Sub is a submarine simulator which suffers from one major 
fault - namely that submarines are boring vessels to command. It does its 
best to gloss over this fact and, if the truth be told, it succeeds in some ways. 
If you persevere and bear in mind that submarines aren't as im mediately sat- 
isfying as a plane or tank then you'll not be disappointed. 

Overall, Combat Classics consists of one excellent giame {F15-2}, and two 
slightly-above average ones (you can work out what those are for yourselves) 
and at £29,99 I can gnly realty advise you to buy this if you don't own F1 5-2. 

OVEFIALL: 7 1 % 
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SUPER 
FIGHTER 

Ocean £25.99 

Fancy some rock -hard, super- 
tough gamepiay? Could do 
with a bit of frantic two-player 
action? Then look no further than the 
first of Ocean's two Christmas com- 
pilation offerings. It may not be very 
seasonal but who cares? 



Final Fight was originally received 
with mixed reactions when released 
in 1991. Playing either Baggar, Cody 
or Guy you must punch and kick your 
way through six levels (with a few 
bonus screens in-between) to save 
the mayor's daughter from the evil 
clutches of b really bad bloke. The 
main sprites arc huge and colourful 
but this comes with a price. Due to 
lack of memory, you sec, there are 
hardly any intermediate animations 
so the characters tend to jerk from 
one move to another. This doesn't in 




any way affect the game itself which 
is enjoyable, tough and a decent 
attempt at recr eating the arcade 
game on the Amiga, 
Pi tighter is another fairly 
good arcade conversion 
which, funnily enough, 
was reviewed last issue 
where it scored 68%, For 
those of you who weren't 
tuned in (where the Hell 
were you?), it is an inter- 
esting variation on the 
standard beat-'em-up 
where the action is 
depicted via a 'swinging' 
camera which always 
keeps the action firmly in 
the centre of the screen. 
WWF Wrestlemania is 



one of those games which defies 
explanation. When it was first 
released it was universally slammed 
by the computer press but none-t he- 
less still sold loads. It doesn't capture 
any of the excitement of the real 
WWF, there ere very few actual fight- 
ing moves and, to top it all oft it's 
just too easy. 

You'd do well to search out Final 
Fight on its own in a bargain bin 
somewhere tor wait until it comes 
out on budget), pick up Pit fighter on 
budget and leave WWF well alone, 

OVERALL: 58% 
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THE DREAM TEAM 

Ocean £25.99 

This compilation features Michael Keaton, 
Christopher Lloyd and some other people 
who I can 'i quite remember at the moment. 
Actually, it doesn't {the above was a rather poor 
attempt at a film-related gag), m fact it contains the 
three games which are handily described below.., 
First up is Bart Simpson vs the Space Mutants, a 
no- frills platform jobbie It was Originally converted 
from a console game - and it shows. There's never 
really much happening on-screen, the graphics are 
fairly minimal (although colourful) and the whole 
game tends to have an empty feel to it But it's an 
enjoyable-enough arcade adventure which is mild- 



ly taxing. 

Hmm, Terminator 2. You should all know about 

this by now but if you don't then you need to. The 
game consists of a few shoddy suh games strung 
together with some digitised sequences and 
wrapped in a luxurious coating of thick, runny 
brown stuff. It took Dave nine minutes tops to play 
through this today which goes to show that this is 
nowhere near good enough. 

Last of all is WWF which is reviewed elsewhere in 
this throbbing Cheapos section so cast your eyes over 
that and pop back for a quick summary. At the end 
of the day there isn't very much to recommend in 
this compilation as two of the three games supplied 
are, to put it tactfully, not good at all. Seek out Bart 
Simpson on budget and be content with th.it 



OVERALL: 46% 
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SUPER ALL-STARS 

Codermasters £25.99 

nother Codies bonanza, this, with four .recently released and one 
brand new game contained in am easy-to-carry package. 

SteTlhe Stofl needs to feed all the T'yungunz (there's a joke in there 
somewhere) in the game of the same name. You have to capture grubs in 
air bubbles and guide them, past traps and spiky walls, into the mouths of 
your young hungry offspring before they die of starvation. It's a fairly intrigu- 
ing little arcade game with some puzzley overtones and is rightly regarded 
as one ol the CorJemasters' finer games, 

Magidand Dizzy is a game which needs no description, especially if you ve 
played any of the other Dizzy games, as it's basically more of the M™-Our 
eqqv mate has to use his arcade-adven luring skills to free the si* yolkfolk 
who have beer imprisoned by the evil wizard Zaks It's all pretty harmless 
stuff but we've seen it millions of times before. 

Captain Dynamo is a pretty decent arcade game in which you control a 
superhero pensioner.. The object of the game is to reach the top of every level 
whilst collecting the diamonds that have been liberally scattered through 

out. It's slow in places but boils 
down to be a challenging game 
with a well-judged learning curve, 
Robin Hood is fourth and, well, 
it's odd to say the least. You could 
describe it in four words - Gods 
with jerky scrolling. I cannot stress 
this enough, IT IS Gods and I 
wouldn't like to be around when 
the Bitmaps find out, 

CI in the USA is another scrolling 
platform jobbie very much in the 
New Zealand Story mould. CJ the 
f If phant's family have been kid- 
napped and our big-eared friend 
has to negotiate four levels of hell 
to save them. There's quite * lot ol 
pixel perfect jumping and large 
level mapping but it shouldn't pre 
sent experienced players with a lot 
of problems. 

All-in-all the games are above 
average and offer a good deal of 
variety in gaming styles. If you 
fancy a bargain (and haven't got 
Gods) then this could be the com- 
pilation for you. 






OVERALL: 73% 
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ROAD 

WOO0QPEEK 
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Fr»* rVlamevTahV' wn!h ^*tf CrJiMf. No DtVltTaJijfl to rm-ofd*f. 
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At last the 
definitive guide to 
PC games written 
by PC enthusiasts 
for PC gamers. 




Written by Robin Matthews 
and Paul Rigby, 

Available through all 
bookshops and 
distributed for Sigma 
Press by John Wiley 
& Sons Ltd., 
Baffins Lane, 
Chichester, 
W- Sussex 
POI9 IUD. 



This unique guide 
runs to over 300 j 
pages and has a 
Foreword by 
Amstrad's Alan 
Sugar. In it, you will 
find- 

• Reviews of more than 2000 
games divided by genre, It's 
easy to reference all kinds of 
games from Flight Sims to B< 
'em up, GPGs to Motoring 
racing. 

• Special CD-ROM Section 

• Special Education Section 

• Only £12.95 + £1 towards pos 
and packaging 
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Bea: 



Please debit my access/Visa account by; 
Card number: 
Expiry date: 



I 



Copies of the PC Games Bible are L I 2.95 each, with p+p an 

All payments should be made to Sigma Press. 

Send all orders to: Sigma Press, South Oak Lane, Wilmslow, Cheshire SK9 6AR 

Telephone: 0625 53 1 035 Fax; 0625 536800 

Please allow up to 28 days delivery. 

LTHE PC GAMES BIBLE is available through yaut bookshop. 
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COMPETITIO 






A LEATHER 

JACKET WITH 

MO SECOND PRIZE 

ON IT! 



(And, you guessed it, there are no second prizes.) 




Ybu can just imagine how chuffed the boys atThalion. were last month 
when their rather spiffing No Second Prize motorcycle racing thingy 
scooped a rather impressive 91% in last month's issue of The One, 
So chuffed were they, in fact that they've decided to stump up a prize 
that's almost as cool as the game itself in a rather sad effort to drum up 
some more publicity for the game now that all the reviews have been and 
gone. 

JACKET 

So what's up for grabs exactly, then? Well, if you were BORN TO BE WILD, 
this competition will be pretty ALL RIGHT NOW and should definitely GET 
YOUR MOTOR RUNNING! In fact, if this competition was on page 66, you'd 
no doubt be getting your kicks on it. That's because the splendiferous prize 
on offer is a genuine black leather biker's jacket with all the metal studs 
and proper zips and things. If you wanted to buy one of these essential 
fashion items, you might be expected to shell out anything up to £150! 
But thanks to your super soaraway One, you can get one for FREE I 



© 



POTATO 

Sounds pretty cool, eh? But wait, there's 
morel As if the jacket wasn't already the very 
apex of streetcred. Thai ion have had the No 
Second Prize logo emblazoned on the back 
for that special limited-edition Harley David- 
son customised feel, Wo matter what block 
you live on, you'll be the coolest kid on it. 



THE RULES 

Thh competition is not -open to employees otEMAP Image*, 
Ih.ilm.i, the" MMI* Of rrL..Iiir«. The [Cmpeilkm wiH Efcw ~ 
i lit January 1993 *n<l the Winers wil be ratified ihortlv ..It- . 
wttfe The tdrinr'i decision is final and no (orTFipocwterm* will 
b* entered into Ho allernalhie priie ™ll be ottered and. »*i«e 
every tire is UfcMt, EMAP 1maa*s cjiTinot be held feipomible 
fo# entries mt damaged in me post ™ thfown in the bin 



and no mistake. And, of course, since the game is called No Second Prize 
we have a brilliant excuse to slice a bit off our editorial budget and no? 
offer anything for the runners-up. So there's even more Incentive to win 
right? 

CRISPS 

So what do you have to do to win this almost unbelievable prize? Oh, it * 
so easyl Below there is a picture si -owing five motorcycle couriers deliv" 
ering the latest hot Thalien game to The One's offices, However, duett 
slippery road conditions, only one bike makes it to the office- Your task r 
to use your skill and judgement to unscramble tb 
jumble and tell us which bike made It to The 0n« 
on time, Once you've figured it out, send the 
answer on a postcard or the back of a sealed enve- 
lope to: IT'S BIG r BLACK AND FITS LIKE A GLOVE 
The One, Priory Court, 30-32 Farringdon Lane, Lc 
don EC1 R 3AU. Answers to arrive no later than 21 1 
January 1993. 
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SOCCER 
SUPREMO 

THE WORLD CUP - THE ULTIMATE CHALLENGE 
[Tie ultimate ctutUangE in MVter marauiemeiil h u> uL -j ragbag trf lnkjJ eluh 
playeni and tinuld Ituo mm an efficient, .hiviii-.i..I gonad thai will lakttfw \,-,i 
, n ike w nrld jjitiri in the World Cop I mala Whynm mill Michel Plnlini. Jnhiin 
•C " - 11 > i I and Finn BcskEBbaacr in I Ik? USA in 'H? 

Saccar Supremo pm yrsi m tfurgi: of a European -uLiinn.il squad i^^unri^ 
I in iMl European Marions Cup qualifiers Y cm haven iniiiej four year cnunet 
that may be eiterukd in six nr eight yean, or reduced iu two, m Ike it-.uh- 
(Howe. You'll h« expected i» qimliiy ftw Hie i-'inak I hen put up a shim against 
(he beil Baropean kwu. hm ihis is Jim praparaiiti*! I'm ltu- hiy nito. I lie Sfcmlii 
Cup ' 
£ usti, million, The gitine will ,il|i.m. yvs.i to i^ik-L' the turuptiun luitkw of your 

choice and you will k allocated a: lul wju.id nl 16 ptayet*. You l-jh 

Introduce ii 1 1- 1 1 1 : -. - 1 N pL.wi-, m.,ki:i.,' 'Oiii .ill. u In^i' n:niv. .m»l skill si bin 
nut lewslj) Vmi can defEtc umrself These ptayen an inundDoad gndwil; .is 
yoti rii&yover the ttL-uk.iiL'sws in your nljiuuI mulI also iQcreett ilu- bnfauicc ■ ia1 
skills ihui maiL-li sour xi> If nr play. Unoriginal 16 phycre can he tie lined in 
tin: mme wuy using Ihc KDIT pcsijiriini i free n itb the gaps t if yua with js 
v, i.-l I j- [he leant* lti^i ■.. 1 1 . i: 1.1 1... 1 1 ■ I .- ■ -. ■ . - : i. n .. 



W 1 1 h Soccer Suprenn.il Ihe anicer manugement garni: enroes) 
of age w Lih j HtuH'ti display tlmi not cml) gives 
cgandenhk bioimMion nbwl iht- per&nnince flf player* 

and Itiiiii. lurt only allt™ s ihu uupr UCfital CnfWfej Ins; 

state of (fee ij4iinf deii'innds, Im« iasa^enlerUirting arid 
even escittng, The childish number ju:'irlin.j: ^unie lid-, 
been replaced, by ii.ii intelligent seleti-theteam aucf watch 

Ihe-mtiiL'h siniiiUlitm. Oh yes.. Italy equalised bu1 

t , 1 1 1 1 li 1 1 1. 1 won on penalties 



3D. 22 MAN MATCH DISPLAY 

Continuous 'li-fiii'. of: 

OV'LL/ATT/MID/DKF POSSESSION STATS. 

[ND PLAYER ACTIVITY STATS 

PLAYLR 1 ATIGI I: .'1-1 INLSS S"l .-VIS 

STATE OF THE-GAMF INFORMATION 

PL A YER-W ITU -THE-B ALL INFORMATION 

IN MATCH TACTICAL MOVES 

suBSTrrunONS 

POSITIONAL CHANGES 

OVERALL WORK RATH 

IND. PL A YES WORKRATE 
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HEAD COACH 
V3 



"1'rnm tin jiiiJjil nif iii-w , ilic ^juit- hu^. hvpl mr 
■■in ihu up ui niirhK i hnuiult hmliiliii -. ;ind wvt'kfiidi fttr up In 12 huurs ;il u 

Itrcich. htiill ItlilliM'utt llii'iik^ inl 1 fund mid (hiiii r nwt^liirv, It \* it 

^utiif I ha*e mi l^hskniliim hi rt'L'iiiiiriii' tiding irh Hii^nnv Mj|h e^en Ihe 
sliK'desI inirn-M in \ ntt-riiun I mHlmlt ' ATARI I'Sl-IH 



HtadniKjh V3 has hcen docrihed a? "Ihe bcit jEann. I 
put odId a conaputer". It is (he. c*inniSrt« Amertciw ftwtbBtl 
Eamc, b lnuhi seaaon *pfe »iih ihv ■.; , r'. K-i ■\r,i\::-.i: 

1 1- ,.l i\ic real WnjJ- V'c«i wlU call cht pJ*ya. di-. se 
iml- aatikaptiBS mid develop the leani. 
1 -e Hm linj -rtriiMur. 1 2 pre-.e.isoji gnnwa. 16 rei da ■•■■ •■ i 
:.!iii'.. and me ulay nth) toaaEorer '.<hii4? iruin -njuiitl cl' 
player*. 'ITien- e«f*ji( Ihe tmlbepe tlfiifl to impmsv (he I. -■-■ . 
and e ipimd f(*f (8/W! pity » ImH Hil . .'i y Ivsl Ills' Ml . 
Lnh Ehiiiw .ii you. 

56 Screens u! rtata in .njiialMe UrtieJp yem tajauaai >vw 
pjayers und team perionnarK , <^ 
PJjjL-r- 'a 1 1 1 age Jitd uuiiis « ill rode (a ptayef will Issi 
ahmi. ft v -,i-..ir ' i, hn; u.ki n ill itay ,ind refsniW- .. 




r IY»l Sales: 
0438 721936 

\EXT DAY 
DELIVERY ff^ 



POSTAL SALES 

The Midnight Oil 

Dept THO 

IS, Hazelmerc Rt^ad, 

StevOTsgc SG2 SRX 

2/}> days deliven 



I'lt iist' suppl> : 

llf IH\I 
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AMIGA □ 3 □ 

i'19.9? £l^.« £19.95 

Me^sd Coscli works with ALL 

\tmgnjman\tots 

Siiiiid [il v 1 requiie ceias 

rnotritor/TV. 
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\ 

■\* I'inhall 

^-^ e'lalitask^ i* 

'""S £15.99 






Mail order Express Distribution 

3 Barclay Oval, Woodford Green, Essex H.8 t>PP 

Call uls on 081-559 1704 or 081-504 8377 7 days 8,50am - 10pm 




3D Construction Kir in £51.99 
Addams Famil) sl-i.^J 

Ajdvomirere £15,99 

Air Warrior £2199 

Arches Macleans Pool £1599 

AMOS Professional £4595 

RI7 flying Fortress £21.99 

Battle of Britten I ■-■■■■■ 

Black Crypn £15.99 

Captive £07.99 

Carl Lewis Challenge £1 

Championship Stanagcr ; i J <w 

Cisco Heat 612.99 

Civilisation £21 99 

t onquesi of The Longbow £2] 99 

Qrasi Cars ! &[=>"•■> 

Cooi Croc Twins £15 99 

Cruise lor .i Corpse £15 99 

Curse Ol Enchancia £21 '"- 1 

Dizzs --. J \t ( llent Adventures . 

£1 L99 

D Generauon £0999 

DojoDan £15.99 

Dune S 19.99 

Dyrta Blasters £18.99 

! ..-;, Amos £21 99 

Epic ■ L5 99 

ES] na Games 'H £1599 

Eycol The Beholder 2. ,.,£22,99 

F15 Strike Eagle 2.... £1599 

Fire & Ice £1599 



Flames of 1 reedcym £H . 99 

Formula i Grand Tris..., ...£21.99 
Gobliins £15,99 

ndall £1399 

I lean of China .£22.99 

Nook .£15.99 



i I 'iik n-.- £20.99 

I'lvniiru- £19.99 

Prince d Persi £10.99 

Pro Tennis Tour 2 £15.99 

Pushover.. £15.99 

Putty £15-99 



Humans £18.99 Quest AGkury... £17.99 

Kick Off 2 RavingMad... £1599 

Knights of the Ski £21.99 RoadRash £15-99 



. fcsureSiui Larry 5 £22,99 

i inekerl odlection £1 

links £22.99 

Links Bountiful £13-99 

Links Firestone £13.99 

Lotus Turbo Challenge 2 £13 99 
Lotus Turixi challenge 2. E 1 5 99 

Lurn- of the Temptress si ' 

\ki\ ( ompilation £13-99 

Megak ■in.. i -..I i 1 1 99 

Megasports i 15.99 

Mrcfoprose Golf Ii i L99 

Monkey Island i 15.99 

Monkey Island - - t2_"'.' 

r^igel Mansell Formula i * L8.99 

Mova9„ • £22.99 

Pacifit Islands £21 99 

ParasolStars £1599 

Pinball Fantasies £1599 

rkiVLT Manager £0! 

Police Quest 3 £2299 

lous 2 £17,99 



Rulliilg Kunii;, ,t I I .99 

Sabre Team S 1 5 '■>'■> 

Sensible Sot i ci ... : i ^ ■■'■i 

.SluO, .« iil'Tli: U. .1-1 • . ill'*' 

Shuttle £22.99 

Special Forces £21 99 

Street Fighter 2 ■. I"'"- 1 

Super Fighter..... i [5.99 

Supremacy i 10-99 

Tennis Cup 2 £15.99 

Thttnderhawk £12.99 

Titus The Few • 

The Managet £17.99 

Trodcflers £1599 

i. topia... u 1.99 

i [opia Data r>isk £0999 

Vroom i i ;i ."j 

Vroom Data Disk £13.99 

Wizkid i \-- 99 

Zool.,,, 



All Prists ineliule V.A,T P+P Only Ftr Item (1K> KurOpe Ji^lH) 



5- CURSE OF 
3 ENCHANTIA ^ 
^ £21.99 ** 
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DISKS 



25 



L I .VI 



3V," 



2 



50 20.50 

100 36.90 

200 OH.95 

30O 105.-15 

500 167.50 

All Disks come With Labels P+P includ«l 

DISK BOXES 
5.5 Inch 20ca]MClt^ 150 50p 



IMH BLE SIDED, IHM Kl.i: IMASlll 



20 capacity 

5-5 Inch 100 capacity 4.75 

1 50 Capacity Posso i 5 .49 

5-5 inch 25(K.:ipaeily HW 



£1.00 
£5.0O 

V i.lMI 



ACCESSORIES P+P 

Pi «* L-r Externa I Drive I 19.99 £3. 00 

/.vtlt-i /.v-i 1 Speakers £5599 £3,00 

/vilii. Handy Scanner £92.99 £3.00 

Zydee Virus Protector £5.99 25p 

\ll:.i D.ii , li-.i, kerball £22-99 £2.0 

Alfa Data Crystal Trackerball £32.99 £2,00 

Alfa Data Megam £15-99 £150 

: J meg I pgrade w ck>ck \l\ 95 1 1 00 

14 Inch Monitor Stand £9,' a l 

Mouse Pockets £1.45 25p 

Moust Mats £1 ' 25p 

Mi ii.i-.l- Covers f I '-"-J i^p 

( leaning Km- £1 15 25p 
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Come one, come alii Tell your friends! The new-look Kill Zone 
is back in town! It's British and it's Baaaad! (Calm down, 
you'll do yourself a mischief - Ed). There's plenty of retina- 
blister ingly good stuff on offer this month to the discerning 
punter, including an in-depth combat guide for Wing 
Commander, the first part of our Legend of Kyrandia 
solution, more Putty maps and hints, and a helping hand for 
any ailing Dizzy fans out there, not to mention the regular 
doses of Snip Tips and another session in Doctor David 
Upchurch's Games Surgery. We kick off, though, with... 






There are two things 
you need to know 
about this game: (1) 
lt r s riding high in 
the charts, and (2) 
It's bloody hard. A 
hint- worthy game if 
ever we saw one so 
enter the game's 
creators, Psionic 
Systems, with some 
top-notch tips... 
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IN GENERAL 

• Always choose the manual power- 
up mode for your hoomerangs, For 
best results, power up your 
boomerang with length first, Get 
about three of these, then a few 
Power-ups, then a few Wides, then an 
Extra, then Speed. It's important to be 
able to hit baddies from a distance 
before they can get to you. 

• If you already know where the end 
of the level is, scout around a bit first 
and see what else you can find before 
raking on the guardian, Another plus- 
point is that it's good for your recon- 
naissance bonus. 

O When firing, simply keep your fin- 
ger pressed down on the fire button - 
continuous tapping doesn't fire any 
faster, and all it does is knacker your 
aching digit. 

O After throwing a boomerang, jump 
over o r d u c k u n d er it as it comes ba ck 
you score double points for hitting 
enemies on the rebound. 

• NEVER jump into voids. If you're 
unsure, pull down tg go into view 
mode and scan the surrounding area 
you can still fire while in this mode. 

LEVEL ONE 

After lumping the first gap, run up the 
next hill and stop a time bonus will 




appear. After killing the sniper on the 

first tree, climb it and get an extra 
energy bonus Climb the second tree 
right up to the top for your speech- 
aid bonus, then drop to the branc+i 
beneath and jump across, collecting 
the five stars as you go. If you need 
energy, climb the second -fronv last 
tree to the top and jump up to receive 
an energy and boomerang bonus. 
After running through the cave 
you'll see there is an exit back to the 
outside. Go left from here first and 
pick up all the stars- and bonuses, then 
go up the right-hand side of the tree 



and get onto the very top branch, Get 
a run-up on this and jump right at the 
tip of the branch. Keep pulling right 

and you'll pick up two extra lives, 
although you'll lose one because o( 
the high fall- 
Run to the right over the chasm, kil 
the dog handle r and pick u p the ener- 
gy bonus. Jump off the edge and 
head right (this route cuts out the 
dodgy mines). There's a boomerang 
bonus to collect just before you reach 
theend-of-levek guardian, hck this up. 
then climb the tree and jump up to 
collect d homing missile weapon 
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LEVEL ONE 
HINTS... 

• Avoid the dogs by jumping over 
them unless you have good 
boomerangs, in which case waste 

'eml Try to shoot the dog handlers as 
soon as possible. 

• Always keep moving when near the 
landmines to avoid their blast, 

• Don't waste time battling the bats, 
as there are always plenty more to 
replace the ones you kill. 

• Ru<i Straight towards themortar-fir- 
ers ■ by the time they shoot you'll be 
too close to be hit, and you can kill 
them for a nice little bonus. 

Try to ignore the snipers if you can 
and kill them only if they're blocking 
your p^th on a tree. DON'T get under 
them and fire upwards, as this will 
usually earn you a bullet in the head, 

LEVEL TWO 

After getting down the shaft and up 
the diagonal section, you'll come to a 
wire that you must swing across. Do 
this, then climb up the other side. Kill 
the walker, collect his bonus and pick 
up the mine weapon there. Now 
swing along the roof to collect some 
stars. When you reach the top of the 
first crane, go dowr* the right-hand 
side, drop to the right, proceed right 
again and get to the weighted end of 
the crane. Destroy the diagonal laser 
then jump right and swing along 
down the roof. Pick up all the time 
bonuses at the end a n d j u m p from lift 
to lift. You'll find an extra life, some 
energy and bonus stars up here - col- 
lect the lot. 



Blast all the crates you find, as 
these often have bonuses in them, Get 
to the bottom of the cranes and run 
to the left of the factory floor. At the 
far left is a whole lot of crates - kill the 
gun, jump on the first crate and keep 
firing to open up more crates fone of 
them contains a continue bonus). Just 
before you drop onto the second set 
of electrical wires, stop and shoot the 
top crate for a time bonus. 

The next bit i? a tad maze-like. 
Drop down and go left then down 
a«d to the right diaaonally. Drop off 
the edge at the bottom and proceed 
right. Drop off the girder and go left, 
then keep following the diagonal 
until you drop off, then head left 
again. This is the dodgy bit. If you're 
going left you'll drop off the edge 
and there is no way right. So jump 
onto the roof and swing to the right. 
Just after the first ceiling turret, drop 
off and keep going right to confront 
the guardian. 

LEVEL TWO 
HINTS... 

• Never stop on an electrical wire as a 
little bolt of electricity will come and 
shock you, If one gets too close, you can 
turn your back on it and flip over it. 

• This level has a lot of dangerous 
drops, SO don't go diving off every 
edge you come to. 

• Take the walkers out FAST, as their 
fireballs do a lot of damage. The same 
goes for the welders, who should be 
shot at from a distance, 

• Never hang over the double-side 
wall guns. Hit them from an opposite 
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wall if possible. Try to avoid the rotat- 
ing wall and roof guns altogether. To 
destroy the diagonal lasers, stand 
directly under them and shoot up. 

LEVEL THREE 

After dropping down the first shaft, 
go to the left and jump on the brick 
platforms. Get on the second one and 
you should be able to see a sneaky 
robot in a rotating gun turret. Use a 
homing missile to kill him, then drop 
onto his platform, jump to the left and 
proceed upwards, There are four time 
bonuses and one energy bonus to be 
collected on the way to the top. 

If you head to the right jump onto 
any overhanging platforms as there 
are bonuses galore around here. After 
getting to the end of the first rocket 
silo, jump to the right using the plat- 
forms to get to the right-hand wall 
and climb up it, Keep climbing as 



mines will be detonating everywhere. 
You'll notice a platform with a ball on 
it. Climb a little more, jump to the left 
blast the ball, jump left again and con- 
tinue climbing. You'll be hit a few 
times but it's worth it. as at the top 
of the climb there is a SECRET ROOM 
containing stars, two mine weapons, 
two time bonuses and extra energy. 

When you reach the second shaft, 
jump across and kill the ball. You may 
lose some energy, but go to the left 
and collect the stars, then jump up 
and wait until an energy bonus Wings 
its way to you. If you have problems 
getting across the acid, climb up the 
second girder structure and when you 
get to the top, jump up and collect 
the stars. Stay here for a bit as a hom- 
ing missile bonus will drop down. 
Proceed left from here, 

After the second vertical shaft, 
keep going right. J^mp over the first 
acid pit then go down the second 
one. You will come to another pit - 
go down it and head left, jump the 
first pit and take a running jump off 
the second ledge. You should now 
land on a rocket in acid. Keep going 
left and you'll pick up a double mine 
bonus, energy, time, flame, path and 
firestorm bonuses AND about IS 
stars. Yippee! 

LEVEL THREE 
HINTS... 

• Be very careful where you drop if 
you can hear acid bubbling. 

• Keep your boomerang well pow- 
ered -up as the baddies take a lot more 
shots to kill on this level, and they 
inflict more damage. Hit them hard 
and fast and preferably at a distance. 
This is particularly good advice for the 
shell drotds. as they explode if they 
detect a nearby intruder. 

• If you trigger a wall mine as you are 
climbing you should be okay, as you 
can get out of range before it deto- 
nates. But DON'T try to get past a 
mine that has already been triggered. 



NEXT MONTH! 
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More levels, some maps] — 
and stuff, and possibly 



the CHEAT MODE! 
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WELCOME TO THE ACADEMY! 
So you passed the Academy's entrance exam 
and think you're something special now, do 
you? Ha! Well, big shot, a fraggin' piece of 
paper won't help you when you've lost an 
engine and there are three Kilrathi furballs 
pumping plasma up your afterburner, 'less 
you're looking for something to wipe your butt 
with. If you want to stay alive then listen up, 
and listen up GOOD. 



• 
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READING THE RADAR 



instrumentation so forget 



r.aii 11 tlJW «'Mi ir. [• 1 



keep the flight technicians back 



got to learn how to read it quickly 
and correctly ■ frag up in battle and 
you'll be vapour before you know it 
To help you vi sua lis* what the 

radar's telling you, imagine that your 



{aj shown on Molowall 1 ). Depending 

on the enemy's position, a dot is 
placed on then thai tube. The radar 
display is basically this tube flattened 
out, so that the front end of the tube 
is represented by the centre circle and 
the rear end of the tube is represent- 
ed by the radar's rim. Think about .this. 
when you're in the simulators... 

INITIATING COMBAT 

When a battle breaks out, you can bet 
your bottom Credit that the Kilrathi 
oilots will enter the fray as a wing. 



with the pilots spread out to the sides 
and just behind the wingieader's ship, 
blasting all before them - it's almost 
Kilrathi tradition Since it's inevitable 
that the enemy ships will outnumber 
you at least two to one, the stupidest 
thing you can do is try to fight them 
head-on en masse Better to take eva- 
sive action and wait until the wing 
breaks up - each ship can then be 
tackled individually, 

FIRE AT WILL? 

Don't just blast away randomly at the 



enemy in the off-chance that a stray 
shot will hit home - you're just deplet- 
ing the weaponry capacitors, with the 
consequence that your shots will get 
weaker and weaker. Wait until you're 
lined up close on the enemy and let 
rip with a three- or five-shot volley, -ill 
at full power, then pu" away for a few 
seconds to give your capacitors a 
chance to replenish- 

CHECKYOUR SPEED 

You can loop, roll and spin all you like, 

but often one of the most effective 



HO LOW ALL 1 
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tail shakers is a simple speed change. 
Try it., you'll like it. 

MISSILE MISSED OPPORTUNITY 
If you've just loosed off a missile, resist 
the temptation to chase it up with a 
few rounds of laser lire. All too often 
the laser bolts will hit and destroy the 
missile? 

CAT BAITING 

The Kilrathi are suckers for an insult, 

and hurling abuse at them can draw 

their attention away from their pri- 
mary target and onto you, This is a 
good way of saving a beleaguered 
wing man's bacon or pulling attackers 
away from your base ship. Be sure, 
however that if you do insult a Kilrathi 
you're capable of handling their 
replies... 



HOLOWALL 2 



3. At top speed, turn 
hard to the right. 



1. Hit in the afterburners 
to full power, 



1 . Turn left by about 30 



4- The rear of the ship 
f,lid«s to the left - a 
manoeuvre almost 
impossible for the 
•namy to track. 



-~44ii— — 



1 . At a range of 1. Straighten out, 3. At about 4, At about 1 000- , i 

3000-5000 m from and kick in the 2000m, range iSDOm, the no*e / / 

the target, turn afterburners, to turn hard to the of your ship * / 

left by about 30 . maximum power, right, but don't should be point- t ' 

t 

change elevation! ing right At 'em! , i 



it that the optimal tactic is to attack 
the ship's rear. Although the shielding 
is greater there, the actual armour 
underneath is thin. Also, the chance of 
being hit by laser fire horn the ship's 
gun turrets is far less Pay attention to 
Hoi a wall 4 for a step- by- step guide to 
the precise manoeuvre to employ. 



PA55ING OUT PARADE 

Congratulations, kid! You made it - 
you're now a fully-fledged member of 
theTerran Confederation Space Navy 
Get out there and make your parents 
proud... 



HOLOWALL 3 



KEEP IT TIGHT! 

Due to the thruster placement on the 
Hornets, Scimitars and Raptors, move- 
ment up or down cannot be per- 
formed in as tight a turning circle as 
movement to the right or left. Hence 
if you're in combat and want to move 
up or down more tightly, roll THEN 
turn. It confuses the Hell out of the 
Furballs, especially if you throw in 
some fancy s peed changes. Practice in 
the simulators until you can do this 
manoeuvre in your sleep. 

BURN AND TURNI 

This is a key element in any good (i.e. 
livmg) pilot's arsenal of combat tactics. 
Basically it all revolves around the fact 
that having hit in the afterburner at 
full power, your ship will 'slide' for 
some time. While sliding you can turn 
the ship, allowing you both to evade 
enemy fire and position yourself so as 
to be ready to attack enemy ships- Pay 
close attention to Holowalls 2 and 3 
for illustrated examples of the move in 
action Agam and as always, practice, 
practice, practice! 



LOCKS AWAY! 

There are occasionally times when 
you're just about to pump the final 
death-dealing shots into a Kilrathi 
scumsucker when - damn! - another 
Furball gets on your tail and starts giv- 
ing you some unwanted attention, 
How do you make ygur wing man fin- 
ish off your old target and leave you 
free to tackle your annoying 'irritant'? 
Easy! Lock onto your current target 
and instruct the wingman to attack 
your target- You can now break away 
and deal with your pursuer at leisure, 
The only drawback of this process is 
that' you can't use missiles (they'll just 
chase after the old target). Also, 
remember not to try and target on 
your new opponent ■ it'll pull the 
wingman away from its prey and onto 
yours. 

ATTACKING KILRATHI 
BASE SHIPS 

There's been a lot of controversy Over 
how best to deal with a big boy from 
the Kilrathi fleet. Current thinking has 




Sa. Kick in 
afterburners 



o 



5b. Kick in 
afterburners, 



3, Gun barrage 
from 150O to 



2. Launch 
missiles 



m 



1. Begin approach 
beyond 4000m. 
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Virgin's superb graphical adventure may be puzzling a few of you would- 
be Malcolm slayers so we thought it was about time that somebody told 
you exactly where you are going wrong. This month: Chapters One and 



Two... 



^SS> 






CHAPTER ONE 

The game begins when Brandon arrives back home to 
find his grandfather Kallak turned to stone. Pick up 
the blank piece of paper from the desk, the apple 
from the pot. the garnet on the bench, the saw from 
under the bench and make your way out of the room. 
As you leave the Tree Messenger will appear and ask 
for your help in opposing Malcolm. 

After the conversation, leave Kallak i home via the 
tree root elevator and make your way to the Temple 
where you should hand Brynn the piece of paper. She 
will reveal the magical message and request that 
Brandon brings her a purple rose. At this point it is 
worth noting that if you find any gems in the forest 
you should pick them up and store them in the inven- 



tory for later use. 

The purple rose can be found at the Forest Altar 
but on his way there Brandon will stop to pick up a 
tear from the Pool of Sorrow. By placing the tear in 
the indentation on the Sick Willow the tree will he 
magically healed and thus l>fe restored to the area. 
Once the tree is cured, Merith will appear and want 
to play hide and seek with Brandon. Follow Merith 
wherever he runs and when you catch him he will give 
you a purple marb'le. This marble can be used to repair 
the shrine and should be placed on the broken Altar 
(in the empty slot to the left of the other two mar- 
bles). 

If you wander to the ruined bridge you will 



encounter Herman who will ask for a saw so thai 
can cut down some trees to fin the bridge. It just 
happens that the saw you obtained from Kate 
home will suffice so hand that to him and leave K 
to get on with it. 

Visit Brynn once more and hand her the pun 
rose. She will then perform a little piece of magic* 
turn it into a silver rose. Journey back to the fixed Ar 
and place the silver rose on it and - hooray' 
Amulet will appear Once you are in possession of r 
Amulet, make your way back to the bridge wf* 
Herman should, with any luck, have finished I 
bridge fining job. Cross the bridge and proceed m 
Chapter Two.*-/////-—-/ 




Ha ha ha... 
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AFTER ONE 

Inside Home 
Outside Home 
Below Home 
Willow 

Outside Temple 
Temple 

Pool of Sorrow 
Silver Altar 
Ruined Bridge 
Herman's Tree 
Peridot Appears 



TOP TIPS FOR TYRANT TOPPING 

The ten inventory slots that are available to Brandon will If you ever have a long conversation (for example 

soon fill up during the quest. You dn le^ve Krtllak'i note at with the Treeface, Brynn and Dram) it's best to save the 

the Temple, the flute after Shattering the ice and, if things game after these words so that, nice as these sequences 

get really had, then you can drop the apple and pick one up are, you don't have to sit through them again, 
after the labyrinth. 
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Chapter 2 

After the easy introductory quest that was Chapter 
Cine, Brandon arrives over the bridge and straight 
i n to C h flpter Two . The f i rst thing you need to do i 4 
pop into Darm's house which is just past the cave 
(you can't miss it). Once Brandon is inside, and 
after a bit of banter with his mate the dragorvthe 
wizard will request a quill so that he can write a 
magical scroll for our hero. To obtain the quill, you 
need to collect a walnut from the songbird's tree, 
an acorn from the Grove of Oaks and a pine cone 
from anywhere in the forest and plant these in the 
hole in Dead wood Glade. 

Once the assorted seeds have been placed in the 
hole, the ground will shake and a talking plant will 
shoot up from the hole, This organism will, by way 
of reward, activate the yellow gem on the Amulet, 
This strange act will invoke a healing ability that 
can then be used to heal the sick songbird (by 

^click^^g on the amulet whilst on the same 
screen as the bird). It's worth remembering 



that this and the various other powers that will 

be revealed can be used as many times as you 
like, as long as the gem is given sufficient time 
to recharge (it usually takes about half a minute). 

When Brandon has taken the quill from the 
now healed and contented bird, he can nip back 
to Darn's pad and give him the feather The con- 
fused wizard will write out the magic scroll out 
and hand it to our hero. Vou should not use the 
scroll yet but keep it for a future problem (pret- 
ty damn cryptic, eh?) 

The next thing that Brandon needs to do is 
solve the Birth stone Quest which involves plac- 



ing four gems in the correct order in the gold dish 
en the Marble Altar. The spell cast by Dam to 

summon the stones is different every game and 
so the puiile can only be solved by experiment- 
ing. There are plenty of gems to be collected all 
over the forest and Brandon can collect them 
before the quest is revealed although th^ first 
stone, the Sunstone, which is in the lower part 
of the Bubbling Spring, cannot be picked up until 
after Darn tells Brandon about the Girtbstone 
Quest- If you do try to collect it. Bra noon will 
remark that he 'thinks there is a gem down there' 
but will not retrieve it, 







To bridge 






CHAPTER TWO 

Outside Damn's 

Inside Damn's 

The Statue 

The Songbird's 

Nest 

The Ancient Oak 

Tree 

The Wishing Well 
" The Bubbling 

Springs 
H Deadwood Glade 
I The Serpent's 

Grotto 
J The Marble Altar 

J The Grove of Oaks 
L The Ruby Tree 




Collecting the four stones and placing them cor- 
rectly on the gold plate require? a little bit of 
patience. There are nine different types of gems lay- 
ing around the place and two in the puzzle vary. 
Once you have collected all the possible stones it is 
best to save the game so that you can reload and 
try different combinations of the stones, 

So, to recap, the order of the stones is: the 
Sunstone, two different gems and finally the Ruby, 
which can be collected from the Ruby Tree, Brandon 
will be bitten by a poisonous snake when he 
attempts to pick the Ruby but if he tries again he 
will be able to grab one. As soon as you have a Ruby, 
you'll need to activate the yellow gem on the amulet 
to reverse the effects of the poison and if you don't 
do it within two screens Brandon will die. 

Once the last birthstone has been placed on the 
golden plate it will turn into a flute. Darm will then 
direct Brandon to Shadowrealm, If Brandon travels 
over to the Serpent's Grotto and attempts to enter 
the cave, Malcolm will appear (hooray!)- The jester 
will come out from the entrance juggling three 
knives whilst chatting away. At some stage during 
the conversation, Malcolm will throw a knife at 
Brandon which will narrowly miss him. If Brandon 
doesn't grab the knife and throw it back quickly 
then the evil prankster will kill him. 

After the spectacularly frightening knife-throw- 
ing incident, Malcolm will retreat but not before 
sealing up the entrance to the cave will a wall of ice. 
Use the flute on Brandon to emit a high pitch note 
which will shatter the ice and allow Brandon to trav- 
el over into the labyrinth of Shadowrealm. 



Labyrinth 
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JEXT MONTH! 

Irandon's adventures continue in a huge labyrinth and the enthanted Faeriewood... so don't touch that dial! 
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System 3 is back again with yet anoth- 
er guide to its bizarro platform 'experi- 
ence'. Read and enjoy... 






. 



TECHNOFEAR 



LEVEL i 



LEVEL 1 



LEVEL 2 
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(1) SPACE PORKER 

A quick punch will get rid of this- nasty but if you're 
good, you can try an d knock him onto (he electri- 
fied platform to finish him off once and for all. 

(2) SPACE GUN 

Very dangerous. Use Putty's "inflate-n'-explode" 
power to get rid of it. 

(3) MR MAGIC 

A^oicl his. spells, which turn the Robots into white 
rabbits, and either squash him or punch him, 

(4) DUCK- IN A BOX 

Atom the Duck drives a big bold steamroller and 

oniy a well-aimed punch will get rid of hirm. 

(5) RED SrilNY GUT BUCKETS 

These b lobby nasties eat white rabbili and are high- 
ly poisonous to Putty. To kill them Putty must first 
absorb a rabbit and change shape. When a Gut 
Bucket swallows Putty/rabbit up. Putty will auto- 
matically inflate inside it and explode?. 

{6) 5HOKAPILLAR5 

^ These yellow maggot things clamber up and 
down the platform supports, sending a bil- 



lion volts through the metal walkways. Absorb and 
c ha nge i nto them to get rid of the Loopy Lightbu I bs . 

(7) WHITE RABBITS 

Harmless and absorbable Absorb and change into 
them to get rid of the Gut Buckets. 

(B) LOOPY LIGHTBU LBS 

Vicious and very deadly, these can only be destroyed 
by making Putty absorb and change into a 

Shokapillarand electrocuting them. 

(9) SPACE INVADERS 

Take care near the? mini joystick ■ one touch and the 
Invaders will fly out of the nearby monitor screen 
with death on their minds. 

(10) FLYING SAUCER BOT5 

These geezers are supposedly trying to help you. 
This consists of crashing on your head or skidding 
along the platforms, destroying all in their path. 

(11) GHOST 

Oooh r spooky! This spirit tries to possess the Robots 
and make them mad. causing them to explode 
unless they're absorbed in a minute or less. The 
Ghost explodes on contact with Putty. 
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irst of all., collect the leaf and the 
match. Push the leaf under the 
door and use the match on it, 
Collect the bucket of water and use 
this on the blazing door. Once the fire 
has been extinguished, go left until 
you reach the green Troll. Collect the 
pickaxe and go right to chat with the 
Prince. He will give you a flying car- 
pet but DO NOT PICK IT UP - it's a red 
herring, Keep on walking right and 
collect the cage. In the next room 
stand right at the edge of the cliff, 
jump right to land on the cloud and 
collect the piece of paper that you'll 
find there. 

Fall off the cloud and use the pick- 
axe on the boulder to reveal a secret 
cave. After you've entered the cave, 
collect everything then stand on the 
highest platform. Jump up/right and 
vou should land in a small passage 
where you should collect the golden 
nugget. Go to the river and jump onto 
the boat, When it arrives at the oppo- 
site side of the river, jump off the boat 
and walk towards the ferry man who 
will take the golden nugget from you 
and let you pass. Talk to him and he 
will ask you to speed up his boat. 
Look behind the stereo to find a cher- 
ry- 
On the next screen, drop the cage 
ixt to the Fluffle (he won't go in it, 
though). Climb up the platform to the 
above screen where there is a large 
gap, Use the bridge building kit on it 
to form a wooden bridge- Walk into 
the next room (which is called the 
'Marrow Ledge') then jump onto the 
clouds and onto the tower. When you 
arc in the tower, collect the 
Harp and come back out 
onto the Enchanted 
TreeTops J . Look behind the 
tree house door to reveal a 
cherry and go up onto the 
neKt screen where you should 
j u mp left off of the far left plat- 
form. 

Carry on jumping across the 
clouds and into the next screen, 
called Heaven' Give the harp to 
Saint Peter and he will reward 
you with some Holy Cheese (now \ 
that's what l call gratitude). Take \ 
the cheese all the way back to the I 
Fluffle, place the cheese in the cage 
and the Fluffle should enter the 
cage. If you drop the cage in front 
of the Troll (guarding the cattle 
entrance), it'll become scared and 
scarper. Mow you can enter the cas- 
tle,,. 

Once inside the castle, go up the 
first lift and collect the motor. Move 
onto the next screen and use the lift 
to travel upwards. When the lift stops. 
go to the far right, collect the rusty 
key then return to the lift and ascend 
once again. Collect the two cherries 
on the new floor and then return to 





of the Vol kf oik 



You've bought the game, you've played it to death, you've got 
stuck, you've become frustrated, you've grown a beard, you've... 
{that's enough of that - Ed.)- Now your troubles are at an end 
thanks to this complete solution! 



the bottom floor again. Walk to the 

left and collect the bread. Once you 
have the loaf, take a trip back to the 
ferry man, give him the motor and he 
will give you a scythe- 
Go right and climb the trees 
towards the 'Narrow Ledge'. Jump 
along the clouds, onto the tower and 
use the scythe on the ivy. Travel right, 
up the lift and collect the horn. Go 
left, up the other lift, walk right and 
use the lift there. If you jump left off 
this lift at the very top you should 
reach a deserted tower. Use the rusty 
key on the door and you will find 
Daisy inside but you won't be able to 
wake her because you are not a 
prince. Go back down and jump onto 
the upper platform. From the lift, 
carry on left until 



yog find 
a pair of tweezers, Once 
the tweezers are collected you can 
jump up to land on a secret cloud 
where you will find a cherry. Mow it's 
time to go back to the lion. 

When you reach the lion, give him 
the tweezers and he will repay you 
with a thorn. Go and see the Prince. 
give him the horn and he will give you 
a joke book (aren't you getting a little 





tpQxM 




tired of all this 
tooing and froing by now? Still, 
persevere as we're almost there!). Go 




right to wa rd s t he tower and onto the 

screen where the evil Dizzy is. Drop 

the thorn on the floor, go up to the 

upper level and make the evil Dizzy 

walk onto the thorn. Go back down 

and you should now be able to pick 

up the spanner. Take the spanner 

back to the castle and use it on the 

lever to lower the drawbridge. Cross 

th e drawbri dge, g ive the joke boo k to 

the upset Princess and she will reward 

you with a flag. Take this flag up to 

the top of the castle and place on 

top of the flagpole. Move onto the 

final paragraph... 

The Prince should now appear and 

call the King, Talk to the King and 

| he will make you a Prince. Go back 

to Daisy, give her a big snog and 

if you have collected twenty cherries 

then - congratulations! - you have 

completed Dizzy, Prince of the 

Yolkfolk 



HOORAY! 

This solution was provided by Darren 
Beardsmore from Heckmondswick. A 
super software prize will be winging 
its way to you any day now, 
Darren, (Well, Christmas is the y^ 
time for giving, isn't it?) / . 
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Once again we present for you the 
most-packed pages of Snip Tips to be 
found anywhere in this issue (or 
anybody else's issue, for that matter), if 
you know any top-notch tips then send 
them to Snip Tips, THE ONE, Priory 
Court, 30-32 Farringdon Lane, London 
EC1R 3AU for fame or fortune in the 
form of a spiffing software prize. We're 
waiting for your call... 



THE MANAGER 
US Cold 

Two more tips for this foolbatl man- 
agement sim. Heartfelt thanks go out 
to Daniel Goldsmith from the Isle of 
Wight for this... Load the game and 
go to the preferences. Put the cursor 
icon over the MAIN MENU icon and 
press CTRL-D. Every player on your 
side should have 99 strength and you 
will have £24,999.999. (By the way, 
this doesn't work at the cashpoint 
machine. I know, I've tried.) 



Paul Callcutt from Somewhere (he 

didn't want to go into details) pro- 
vided us with another tip which goes 
something like this ... Go to the pref 
erences once again and ho let down 
the keys D, A, P and <J at the same 
time. Press them together for a few 
goes and, as if by magic, you should 
find that you've got squillions of cash 
and high statistics If you can't do 
well now then you've got a slight 
gaming problem, l J d say. 
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EYE OF THE 
BEHOLDER 2 

US Gold 

We know you've been force-fed the 
complete guide over the past few 
months but 'Dan' from Melbourne 
in Australia (say "Hello" to Kylie for 
us, would you?) has come up with 
this little cheat,,, If you're up 
against a really-hard, impossihle-to- 
kill creature then save the game 
when you're really close to the 
beasty. When you reload the game 
the nasty should not be anywhere 
to be seen. Tremendous! 



PINBALL 
FANTASIES 

21st Century 

Cheers to Rob Howe from that 
doesn't matter' for this top-tip for this 
excellent Pinball simulator. Type one 
of the following (including the spaces) 
for some unusual features 
DIGITAL ILLUSIONS 
The ball will never be lost (make sure 
you don't tilt the table, though, or 
you'll not be able to quit), 
EXTRA BALLS 

You'll be supplied with five balls 
instead of three. 




110 



THE HUMANS mirage 

Thanks to everyone who took the trouble to write in with codes for The 
Humans. The software prize winner (for sending the codes in first) is Guy 
Williamson from Roehampton. A special mention {out, unfortunately, no 
prize) must also go to Richard Jenkins from Birmingham and Gavin Lee 
from Colchester (who's been absconding from his work, Or so it sounds)-, 
Here's the first 25... 



AN DIE PANDY 
GET A LIFE 
CARLOS 

HOWIE 

MOOBLE 

CSL 

THE HUMBLE ONE 



10 MILESTONE 

11 WAR WAR WAR 

12 J WCKINNON 

13 UNLUCKY 

14 BLUE MONKEY 
1 5 RED DWARF 

16 BAD TASTE 

17 THE KITCHEN 



18 CJ 

19 SORT IT OUT 

20 SMART 

21 VILLA3BOR02 

22 EARLY MORNING 

23 BOR04LEED1 

24 EASY LIFE 

25 JIMS TILES 
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TEST DRIVE 2 

The Hit Squad 

Hooray for Stephen Maw from 

London who supplied us with these 
cheats for the recently re-released 
budget racer... Before you accelerate 
at the start of the game, type in either 
OUTRAN to outrun everybody or AERF 
for double acceleration. 

PITFIGHTER 

Kixx 

If you're being beaten up by the hard 
blokes (and women) then you might 
like to type LOBSTERS whilst fighting. 
You should find that pressing the keys 
1 to will take you to that level whilst 
L will take you to the elimination 
round and C will take you to the 
championships. 

RODLAND 

Storm 

If you 've boug ht the Ra vi ng Mad corn- 
pilation and are having a bit of both- 
er with this excellent arcade conver- 
sion then help h al hand in the form 
of me. All you need to do is pause the 
game and press HELP five times. If you 
un-pause the game then you'll dis- 
cover to your immense pleasure that 
you have infinite lives. 

PARASOL STARS 

Ocean 

Yeah, yeah, yeah we know we gave 
you a cheat last issue but Andrew King 
from Scotland insisted that we shared 



his tip with you 'orrible lot. Okay, it's 
not as if we haven't got better things 
to do... On Level3, World 3 kill all the 
nasties who are in the box. Some 
green pepper- 1 ike things should 
appear and if you collect them all pret- 
ty sharpish you'll be transported lo 
the hidden world. 
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Storm 




1 


TRODDLER5 


Right, we helped you through the first th 


rty levels fast month and, asl 


promised, we'll guide you through the next thirty now with this list of | 


level codes. Take it away, typewriter. 


■ 




31 


BQULERQ 




46 


cover™ EM 


32 


CRUELWORLD 




47 


SAVE BLOCKS 


33 


CRUELCUBES 




48 


GLAMOUR 


34 


SUPNSLIDE 




49 


HACKBACK 


35 
36 


KEYX 
COLDCROSS 




50 
51 


ALOTODO 
UPSIDEOOWN 


37 


STONEM 




52 


D ROPE Ml N 


38 


HARDGRQUND 




53 


POSSIBLE 


39 


FIRSTGUNS 




54 


CLOSE UP 


40 


CROSSFIRE 




55 


FOOLSRUN 


41 


RUNFORIT 




56 


JEWELPUSH 


42 


NO RULES 




57 


GUIDETRY 


43 


NOFARALL 




58 


WOTSANGO 


44 


RUNAROUND 




59 


LOOS EM 


45 


BADBIRD 




60 


YOURSOR 



•ULh 
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Dear Friends, 

I desperately need help to resolve 
some problems in SHADOW OF 
THE BEAST 2. In the caverns the 
Goblins take me prisoner and lock 
me in the prison with another 
man. tf I try to hit the door the 
guard electrocutes us. wh:jt 
should I do to escape? 

Man el Mender, 
Barcelona, Spain. 

I <?m constantly amazed by the fre- 
quency with which problems relating 
to Beast 2 crop up, It's lucky for yGu 
that I'm here really, isn't it? The 
answer to your problem is that you 
need some wine, which you should 
have found earlier upstairs in the 
Karamoon Oasii Hotel. Give this wine 
to the guard to make him drop down 
dead drunk, You can now smash 
open the door at your leisure... 



Dear Doctor 1 , 

I am going completely mad over 
THE SECRET OF MONKEY ISLAND. 
I'm stuck on LeChuck's ship and I 
can't get past the rats guarding 
the grease. What should I do? 
Please, please, please help] 

Andrew Bowles, 
Berwick, Somerset. 

Well, well, well... another persistent 

complaint. What you have to do here 
is take a feather from the ghostly 
chickens you should have encoun- 
tered earlier. Use this feather on the 
Grog-swilling ghostly pirate to make 
him drop his jar of the foul brew. 
Now feed the Grog to the hungry 
rats and they should let you get to 
the qrease with no problems. 



Dear Doctor, 

Can you help me with my problem 
in OH NO! MORE LEMMINGS? I'm 
stuck on Level 4 of Havoc. I've 
completed Lemmings on my own 
and the rest of Oh Mo!,., without 
cheating, but this one level is driv- 
ing me crazy. I would be grateful 
for some codes but if that's not 
possible a hint in the right direc- 
tion would be appreciated. 

Ian Dickinson, 
Burghfield, Reading. 

I'm afraid I'm not familiar with the 

precise details of your problem, but 

1 can offer you some help in the 

form of a passcode to Level 5 



Once Again the doors are open to Doctor David's Games Surgery. 
AH ye in desperate need of professional gaming care enter its 
white antiseptic-soaked corridors and be comforted by the 
Doctor's healing hands. First up this month is a Mr JVlendez, who 
has come all the way from Spain to present the Doctor with a 
very familiar problem... 



which Is TFNGCHVFFP. I hope that 
gives you some relief. 



Dear Doctor, 

Could you give me a cheat for infi- 
nite lives in GOLDEN AXE? The 
game is really bugging me. 

Bruce McEwen, 
Edinburgh, 

i must admit that I'm surprised you 

need a cheat for this game, as it's 
wry easy. I suppose, however, that 
not everybody is good at games as 
me so you might find this advice of 
help: Play in one- player mode but 
with two joysticks plugged in. When 
you're about to die hit FIRE on the 
other joystick to continue with three 
more lives. Alternatively, load the 
game and before doing anything else 
press the T key - you should now 
find you have infinite lives. 



Dear Doctor, 

I've got all the Bitmap Brothers' 
games as 1 think they're brilliant, 
but the only one I haven't man- 
aged to finish yet is GODS, it's 
sqooo hard! I can get as far as 
the third world but then I always 
end up getting killed, Could you 
please give me the password to 
the last level as I'm desperate to 
see it? I saw one in another, less- 
er magazine but it didn't work. 
Darren Hunter, 
Norwich. 
P.S, Could I have a copy of Zaoi if 
this gets printed? 

I would if I could, Darren, but can't 
You see, each copy of Gods gener- 
ates its own individual set of pass- 
words so that no two last level pass- 
words are alike. It's a bit of a stinker 
I know, but perservere you're 
bound to get there eventually (that's 
the theory anyway) 

P.S, No, you can't have a copy of 



Zool. If you want to earn a software 
prize send a cheat into the Snip Tips 
or write a Star Letter, I'm here to 
solve your gaming conundrums, not 
dispense gifts just because you've 
managed to scrawl your name and 
address on a scrap of paper! 



Dear Doc 

I know everybody seems to reck- 
on that ANOTHER WORLD is the 
easiest game ever created, but 
even so I just can't manage to get 
to the end. Have you got any pass- 
codes that would let me jump to 
the last couple of levels? Also, 
what do I do once there to com- 
plete them? 

David Carlisle, 
Manchester. 

The passcodes you require are LAID 
(to jump to the penultimate level) 
and LFEK (to reach the final show- 
down). As forwhat you do when you 
get there I think that having helped 
you this much it's only fair that you 
should try and work out the rest for 
yourself^ I don't know, young sten 
today 

Dear Dr David, 

Being a big fan of the comic 
20O0AD I was ecstatic when I hap- 
pened to find JUDGE DREDD in the 
bargain bin at my local software 
shop. However, my joy turned to 
tears when I found I could even 
beat the Fatties on the first level! 
Do you have a cheat to get me 
onto the later levels? 

Roger Spear. 
Wisbech 

I am the Law when it comes to game 
cheats, so of course I can help you. 

5imply load the game as normal and 
log on to the computer as Dredd 
himself. Now type in BflUCKEN PLAY 
ING HERO QUEST and hit Return. 
When you exit from the computer 



you'll find that you can jump to the 
end of any level by giving the Help 
key a quick tap! DroM 



Dear Doc, 

One of the first games I bought for 
my A600 earlier this year was 
RAINBOW ISLANDS, but I still can't 
get any of the crystals. I cant find 
the secret rooms either. Could you 
help me? 

J. Ma Hen, 
Brentwood. 

I've helped a sufferer with this prob- 
lem before, but as you're new to the 
Amiga games scene I will he4p you- 
To get crystals you have to conn 
rainbows^over the meanies heads 
Collect them in order of the colour 
of the rainbow - red, orange, yellow., 
green, cyan, blue and magenta. If 
you do this a door to the secret room 
will appear on the end-of-island- 
fjaddy screen. 



THE SURGERY 15 
NOW CLOSED! 

NervOlli? Can't sleep? 
Troubled by an embar- 
rassing personal 
pro Hem, i.e. you can't 
reach the second level of 
Thunderbiunders IX? 
Then why not write in 
to the Doctor and put an 
end to your problems 
once and for all. The 
Doctor can be contacted 
by writing to: Dr David's 
Games Surgery, THE 
ONE, Priory Court, 30-32 
Farringdon Lane, 
Loudon EC1R 3AU. And 
please remember that 
the Doc can't deal with 
queries over the phone. 
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MAL - A - TIP 

Cheats, Tips, and Game Solutions 



CHEATS GALORE 

0891 lOl 23 1 

MEGATTP GAMESLIJSE 

0891 445 987 

AMIGA GAMESTIPS 

0891 445 786 

AMIGA HOTLINE 

OS91 445 985 

SHADOW OF THE BEAST I AND II 

BARBARIAN II SOLUTION 

OB91 1 42 022 
FIRST SAMURAI HELPLINE 

0891 445 926 

MAGIC POCKETS/RODLAND 

SOLUTION 

0891 445 928 

COMPUTER FLINLINE 

0891 445 799 

WHIZZ KID COMPUTER QUIZ 

O80 1 101 2 55 

FOR INFORMATION ON ALL OUR 

HELPLINES 

0891 445 904 

ALL LINES UPDATED WEEKLY 

PROPRIETOR:- JacflUllne WngM. P.O. Box 17 Aahlon-Under- Lyme 
Calls coil 36p par min a\ 'cheap rate' end 48p per iron at elhar tlmM 






BEAT THE BOOKIES!!! 




the predict Ions... Never had so many 
q+ LJssf Mr B (Worthing) 



COMPUTER-A-RACE+ 
El 4-99 

|j«aiteK)it>Dfiiwbdej 1 J(Masl8r 
!3isk. 1x Copy 7 Impconed Manual, 
IMallel. Labels a*sd update Oder. 



"Amazed a 
winners..." CH 

"Brilliant.. .Helped me to beat the bookies! 
User Mr W ( Herts j 
'Unbeatable value and unrivaled accuracy." 

Features include: Flat and National Hunt impuls. Race 
review. Bet Selaclor, Help and information screens. 
Flat '92 Version Now Available! 

latest tlat tips incllude: NASHVILLE BLUES (won at 
14/1), LOCHSONG (won at 4/1 &. 10/1), and many 
more. (As advertised >rt 'The Sporting Life'). 
"Standard Version also available for £9.99 (Disk 
Manual) 

BETTING FOR PROFIT IS BETTING FOR FUN! 
Order Now! 

Cheques/PO payable to HANDISOFT 

(Mail Order ONLY) 

Handisofl, 37 Hearsall Lane, Spon End, 

Covenlry CVS 6HF 



SOFT 



I 



WE BUY AND SELL ALL 
TYPES OF SECONDHAND GAMES 

HUNDREDS OF TITLES IN STOCK FROM 010 TO NEW E G.:- 
LfGENDS OF VALOUR, LEGEND OF KYKAMOIA. SENSIBLE SOCCCR 

Phone Between, Write to; SOfTSWAP 

6pm ■ 1 pm Weekdays ^^ p.Q BOX 1 24 

^J 0732 872261 &* WEST MAUI NG 

KENTME19 5RN 



~ ^^ rnur-r-osiuivMi. 

vQ» FOOTBALL MASTERS Of 



KHiifj.il! Mastm is thp i p cn, latrat MuIti-MaiuH^r Football SbniiLitor fcjr 16 bit 
computers. After 5 1*3*5 of development we aire proud to announce- Uie release of 
the most crtrnrmdierisave football nuukUHjeTiK'nt jj.tim- ever. This Is the fourth and 
final revision , It's waiting to test yow skills right no wf Features IreJudg;- 

Multl-Manager game lor 1 to 4 Habere. Three levels of difficulty, I * 8 Ho '" "'- ' "^ h AL, " lab '*1 



Choose six from fifteen Tactic*. The player Formation routine is the most versatile ever created 
Vou can inspect nearly all Opponent* Stattcilc* and you son Ml afl Pitch Sizes 

Match highlights minute by minute, make substitutions or (earn changes at any time. Live injuries. 
yvllt>u-'Aed Ca*ds and named Ojoalscorers Match Report with possession, number ol shots etc. 
Full UK and European Cup itinerary Includes FA. league. Zcntlh Etaia, Autoglass. European, Cup 
Wlnntn and L'Lf'A Cups. All cup match rules have been mode a* accurate as possible Two teg ties. 
Exlra linm Away <*ial rule. Seeded draws. European Mini Leagues, etc. Vou can physical 
participate in any Penalty Shootout , Lilly animated graphics, controlled by frujaOe k aml/iir itmuS*. 
All 4 league division* (includes Premier) with playoffs and league expulsion 

Real initial, surname, league career records, height and a^e entered to* all players as at Mia slart d 

the 92/93 Reason. Seven skill ratings per player, separate ones for goalkeepers Plus 15 other 

special attributes like Captain. Su[x'i Suhs & Mobility. Flayers Preferred Foot. 

A hwely and real-time transfer market, with an approach laollly,. mKjfitlate uag^s, and contract!, 

iraludes Foreign Transactions Plus bans, free transfers and trainees, Unique and simple training 

system 10 improve player skilLs. 5T &12K version excludes penalty sequence. 

High quality printer facilities to list all the vital tn/armsBori. Masses ni historical statistics can past 

games, players and manager. Realistic Gate Capacities arid Ground Improvements 

Quick Harnc dai^i k«*i arid ■save. At! sci een* updated quickly and displayed in a pleasant formal .which 

is easy to use and comfortable to read- Fully rnouiai operated. Printed instruction booklet with plenty 

ai diagrams. An Editor is available (as an exlrnl to add [k'^Jbilily to li-u- nt.™ in -.awil games 

An options screen allows some of the above to be switched off it so desired. Others not mentioned 

above include Show All Gout*cor«rS (when possible! ard Show Transfer News. 



NEW ENHANCED 92/93 VERSION 




WANTED! S 



Ted programs or progri 



features. Scottish version ais 



There are many, many other little things that niaile this game the most addictive and accurate 
interpretation of a Football Managers season It would be impossible to list all the feattires in 
this advert hut we assure you that this is the best We have thousands of satisfied customers 
from «jr previous edition of this game, many are Still plavlng It 2 years after purchAss. Sen 
the order form below for details on how to order this incredible game. Available for all Atari 
ST s and Amiga's. PC W1ETDOW5 i-eTSIcm toming soon. C 1992 



DUMP 



STABLE MASTERS 



An amaiina graphical strategic 
simiilaioi that's iun and easy to pl*y 
for all trte faniily. 0, 1 Or 2 pteuelfS ort 
keyboard, mouse or jo^-slick . F*ick yoiir 
moves from the selection available 
and watch your animated warrior battle 
ll Out. Watch the enerrjy bar indicators 
and plan your rural move. Edit Wrestlers 
plus nwrsy other features. 

Amkja 1MB RAM. Only £19 95 



Four years of development by a racing estperl has led 
to 1he release of this great strategy Horse Racing 
simulation. You MP participate? as |he Owner, Trainer 
arsd or Bellir>g Pnnter in tfits remarkable game. As the 
trainer you must try to discover the horses Ideal racing 
conditions f mainly distance & goingi. Animated race 
display, formbook. 200 horses with Lndepeilderit 
personal profiles, tipsters, simple mouse and icon 
menu seleclion. Many otheT items are ir'icluoject, 

Amlqa 1MB or any Atari ST. Only £ 19.95 



24 HOUR CREDIT CARD HOT-LINE 



Answer Phone Outtfe Office Hats 

FAX (0702)613747 



Q ]07 2 )_600 5 5 7 

m jf A f I ADI^CDC '^ &£ pruyrarns detaited in thus advert are OtiM 
IYI/\ILi UI\LJCrt\9 available through tired moil tram ESP Software 



Name . 



. Address 



I have an . 



.Postcode Tel ,,... 

,, computer, please send me the following Items:- 



Quftriutvi 



Descilolkifi 



fEnqlish or Scoltisli) * 



Prnfesaional Football Masters 51 2K J5T Onju) * 



Professional Football Mask.-!:. IMK ' 



F F.M, Editor [Nol For 51 2K Amiga) ' 



Wrestling Masters (Amiga 1MB) 



Stable Masters jAilnga 1MB or Any ST) 



Atfiicja .M2K RAM Expansion 



POSTA GE (Non UK On \ V \ 



Unit Cost 



19,95 



24.'J.-i 



1 2.00 



199S 



19.95 



I 
I 

i 

Ifeiid^ell^i^pwTr^btiiOrcJat made pavaSt to'ESP SOFTWARE. 
C^it out and post this form to I photocopies ur wrilteT i:irc;li" L - ■■•-<<? ai 1 1 A C) I 

LESP SoftuareJAGyjZa Southdwrdi Bond. SotlthBicHjtrSea. F>mk Sfi 1 2>i>. UK. 
BBB1 BBB1 BBB1 iBBi ■■ aUB IHH 1HB §■■ *^B *^B ^^ *^B *^B *^B ^"" ^^ *^H *^B »^"1 



27 1 ■■: i 

; DO 



ytmhrtwdLtaqudipiftJuuaflCMilaroadEtArd 

1WIT »l ^' r ; I j"i|,if ,'j ^i yv:, rtil +T i^fii ilirfAl 



piiaKttTllcl&nunibtTijnllre I GRArfo' TOTAL 
liJTiVitililfi^SrttLriQl reteitt. • 



Tola! 



H»»ilMfc II Ml I 



^ „. 




Timrn 









Tiths marked 'are not yet available and will be sent <?n day of r clean?. 
Please send cheave/PO/Access/Viia No. and expiry date to: 

Depf THO/01, 10 Tinkler Side, Basildon, Essex SSI 4 1 LE 

(tease itatt make and model of computer when ordering, P&P inc. UK <m orders over £S.OO. l«s rfwn £5.00 and 

Europe odd £ J. 00 per item. Elsewhere please add C3.00 per item far Airmail. These offers are available Mail Order only. 

Telephone orders: Mon-Fri 9am-7pm. Saturday I Oam 4pm. Sunday lQem-dprn. Fax orders: 0268 271 173. lei orders: 0268 27 J 172 

Ne*f day servict availabHe add C2.50- Ctt*dc to see if games art I Meg Capacity. 




Addami Family 1 6 99 

Afterburner .6.99 

Agony 24.99 

Aftius „ 22.99 

Air, Land, 5eo 24.99 

Air Wort 19.99 

Alien 3 19.99 

Altered Bwst 6.99 

Amber-star" 1 9 99 

AmasTke Creator ?9 99 

Amos 3D 24.99 

Amoi Compiler 19.99 

Amos Professional 44.99 

Another World 19,99 

Aquatic Games ...1 6,99 

Arkor>oid2 „6.99 

Award Winner* , 16.99 

Archer Macleans Pool ' 16.99 

Antral FC' 16.99 

Ashes of Empire 22.99 

Assassin 16.99 

Assujulton Alcatrai ,,,,. , 16.99 

A 'Train* , 22.99 

B17 Flying Fortress^ Megf ' 22.99 

Balman Caped Crusader 6.99 

Batman the Movie 6.99 

Bat?" (I Meg) 26.99 

Battlelacds ' 19.99 

B.C. Kid , 17.99 

Billy ihe Kid* 16.99 

Bird* of Prey 11 Megf 2299 

Black Crypt .....19.99 

Blues Brother* 16.99 

Bonanza Bros , 8.99 

Bubble Bobble * 99 

Cabal 6 99 

California GamM 6 99 

California GamM 2 ...,...,....., 16.99 

Carl Lewis. Challenge 16 99 

Campaign „.22.99 

CastleT .. . 19 99 

Centurion 6 99 

Championship Manager (1 Meg] . ... 16 99 

Chaos Engine ..„ 16 99 

CliudkRock2' 16.99 

Civilisation (1 Meg) .22.99 

Cool World" 17.99 

Canan The Cimmerian * 1 9 .99 

Cavert Action () Meg) .. .22 99 

Crazy Can3 16.99 

Cruise For A Corpse 19.99 

Curse of Enchata 22.99 

Dolay Thompson Challenge .,.6.99 

Don* Sun: Snohened lands J 21 .99 

Dori Queen Of Krynn 22.99 

Death Knights Of Krynn (1 Meg) 19.99 

Deluxe Point 4 .54.99 

Demansgalw' 22.99 

Desert Stake* : 19.99 

DIky Collection. 16.99 

Doodlebug 17.99 

Double Dragon..,, 8,99 

Double Dragon 2 8.99 

Double Dragon 3 16.99 

Dragon Min(a .............6.99 

Dreadnought 22.99 

Dream Team 17.99 

Dunn 19.99 

Dungeon Mailer Chao*.,. 19.99 

Dynablaster 1 9.99 

Easy Amos j 2999 

Elvira 2(1 Meal 24.99 

Elite 2*... 22.99 

Epic ,..-., 19.99 

Euro Football Chomp 16.99 

EyeoftheBeholdarfl M*g ) 1999 

Eye Of The Beholder 2(1 Meg) 21,99 

Eye of lhr» Storm " 1999 

F15 Strike Eode 2 (1 Meg).. 22.99 

Fl 6 Combat Pilot fl.99 

Fl 9 Stealth Fighter...., 19.99 

Fantastic Worlds 20.99 

Falcon 3* 24.99 

Final Fight 16.99 

Fine Farce 16.99 

Fire and Ice 1 6.99 

First Samurai + Mega-Lo*Mania 19,99 

Floe* 19.99 

Flash Back 19.99 



Flood 6 99 

Football Crazy 16.99 

Football Dir*ctor2|l Megf 16.99 

Formula One Grand Ptik ..,..„ „22.99 

Gomes 92-Ejparva ....,..„. 1 9.99 

Ghosibusiers 2 699 

Ghouls and Gliosis ,.6.99 

GLOC , 16.99 

Goblins 16.99 

Godfather Aclion - 19.99 

Godfather Adventure 24.99 

Gods ... 16.99 

Golden Axe 8.99 

Graham Gooch ' .,,,19.99 

Graham Tayior 16.99 

Gru^r™ 1 16.99 

Gurtship 2000 " (I Meg) 22.99 

Guy Spy ,., „ 19.99 

Hard Drivin 6.99 

Harlequin .>.• •••..> lo.VV 

Harpoon ♦ baitlnei 2299 

Harpoon Bottlewt 3 9.99 

Harpoon Botileset 4. , 9.99 

Harpoon Scenario Editor 13 99 

Head Over Heels 699 

Heart Of China (1 Meg) 2299 

Heimdailjl Meg) ' 19.99 

Hilch iters Guide . 7.99 

Hoi 16.99 

Hook.. ...„. . -16.99 

Humans 19 99 

Ian Bolham 19.99 

IK+ 6.99 

IndyJonw- AlWis Action" 19 99 

Inoty Jones ■ Atlantis Adv * ( I Meg) . 24.99 

Int Sports Challenge 19.99 

Ishar : , 19.99 

Ivanhc* 6.99 

Jack Nicklaus Exlra Courses 9.99 

Jack Nicklaus Golf 7.99 

Jack Nicklaus Unlimited Golf (1 Meg) 19.99 
JggggrXJ220jl Meg) 16.99 

Jimmy Whites Snooker .......19.99 

John Maddsn , 16.99 

Keys of Maramon * 16.99 

Kings Quest 5(1 Meg) 22.99 

Kniahtmare 19.99 

Knuhh of he Slty {1 MegJ _ ^.22.99 

KCT2- Giants of Europe 7.99 

Laser Squad 2 * 16.99 

Loander , 16.99 

Lealhal Weapon 3 * ,...16,99 

Leather Goddess" 7.99 

Leeds United.. 17.99 

Legend , 21.99 

Le.suw SuiUcny 5 (1 Meg) 22.99 

Lemmings 14.99 

Lemmings 2* 17.99 

Lemmings Construdion Kii * 16.99 

Lur-,.nings + DotoDisli 19.99 

Links 24.99 

Lombard Rally. 6.99 

Lure of ihe Temptress 19,99 

M ' '.:....r. .......21.99 

Ml Tank Platoon 19.99 

Magic Pockets , 16.99 

Man Uld. Europe 8.99 

Match of the Etay 16.99 

Mega Fortress (1 Megl „.... 22.99 

Mdga Spons 19.99 

Mega Traveller 1 (IMegl ..19.99 

Mega Traveller 2 ( I Meg) 19.99 

MkroprOSeGolf..... ,..,,,. ,.22.99 

Mkroprose Soccer 6.99 

Midmghf Resistance ., 6.99 

MioWnto 2 [1 Meg) 22 99 

Moonstone (1 Megf. 19.99 

New Zealand Story 6.99 

Nigel Mansell World Champ * 16-99 

No Second Prise' .....17.99 

Operation Thunderbolt ,,,,,,,,,...6.99 

Operation Wolf 6.99 

Ork 19.99 

Outrun ..6 99 

Pang 6.99 

Paperboy 2 16.99 

Parasol Stars 16 99 

PGA Golf CoursH* 9.99 

PGA Tour G*|l+ 19.99 



Pinball Fantasies .....19 .99 

Pmbflll Dreams 16.99 

Ploloon.. . &99 

Pool of Radiance 1 1 Meg) 19.99 

Pools of Darkness (1 Meg) 21.99 

Populous 8.99 

Populous 2(1 Meg] 1999 

Populous 2+ 22.99 

Populous Challenge Disk 10 99 

Powerdrift ..,„..,.. ...899 

Powermonger " 99 

Powermonger Data Disk 1 .,,,.,,,,-.9 99 

Premiere (1 Meg) 19.99 

Predator 6 99 

R-Typ*„- 6 99 

Railroad Tycoon (1 Meg] 22-99 

Rambow Collection 13.99 

Rainbow Islands...,,..,,,,.. ,,,„,,, 6.99 

Rambo3 , 6.99 

Ramparts .16 99 

Rercn for the Skies * 22.99 

Realms (1 Meg) ,,...19.99 

Red Heat , 6.99 

Red Zone , 16.99 

Rise of the Dragon (1 Meg) 22.99 

Risky Weeds 16.99 

Road Rash 19.99 

Robocod , 16.99 

Robooop 9-99 

Koboeop3 16.99 

Robo Sport 19.99 

Rack Star Ale My Hamsler 4.99 

Rome AD 9 * 16.99 

R-Type 2 ■ 16.99 

Second Surami * 16.99 

Secret of Monkey Island ( 1 Meg) 1 6.99 

Secret Monkey Island 2. ...24.99 

Sensible Soccer „„.... 16.99 

Sensible Soccer 1.1 16.99 

Shadow Lands - 19.99 

Shadow of Beo if 3 1999 

Shadow Warriors,.,.,,, 6.99 

Shadow Worlds* , 17.99 

Shinobi 8.99 

StiooiEm Up Con Kit fl 99 

^IIUTIIw ■I**li*ttl»HllllllNFHHIIIII I T If ' 

Silent Service 2 1 1 Meg) 22.99 

Silkworm 8.99 

Silly Putty , 16 99 

Sim Cily+Populgus 19 99 

Sim Earth* 22 99 

Space Crusade 16.99 

Special Forces 22 99 

Strategy Masters" 20 99 

Street Fighter 2 * „,„..,„,.. 19.99 

Strider.. . 6.99 

Striker [I Meg) . 16.99 

Strip Poker 2 + Data.,.,,-, 6.99 

Stunt Car Racer.. 6 99 

Super Fighter .......17.99 

Super Hang On 6.99 

Super Tetris 16.99 

Swilchhlade 6.99 

Switchblade 2 8.99 

Team Yankee 19.99 

Team Ybnkee 2(1 Meg] 19,99 

Teenage Mutant Turtles 2 1 6.99 

terminator 2 16.99 

The Immortal [1 Meg) 8.99 

The Manager ,,19.99 

Their Finest Flour ( I Meg) ... 19.99 

Thunderhawk 19.99 

Titus The Fox. , 16.99 

fop League 20.99 

Troddlers 16,99 

Turbo Challenge fl.99 

Turbo Challenge 2... 16.99 

Turbo Challenge 3 16.99 

Turbo Outrun 6.99 

Turrican2 9.99 

TV Sporr* Baseball ' 19.99 

Ultima 6(1 Meg) 19.99 

Utopia + Data Disk 19.99 

Voyager -.., 6.99 

Wing Commander [1 Meg) 22.99 

Wizball 6.99 

Wizkid 16.99 

Zad 16.99 



SPECIAL OFFERS 



kitl Oil 2 I Mir «.W 

hick Off 2 1/2 Mtl 7.9* 

Kick (m 2 Final Whistle J.99 

Kick OIT 2 Gffota Of Kumpv 7.W 

Kick Off! Return lb Hump* 7.W 

Kick OIT 2 XV inning luetics... 5JI 

Slmitn« OI'Bl'Wit 2 9.W 

UttKrirtal ..°.<w 

\\ ild Wheels , 4.W 

Mercenary -l Y/W 

f )■//.> Panic ««..Hi iiiii M b 

Pnpiyel SM 

Thundentrike........ 6.99 

Seymour Gmc In ll'»ll> "unci tS8 

KIMJCATIONAL 

TtK 1 hrec B*nrN l?-)ll) 13.W* 

M*gk Malli^ (4-51 13.W 

Ma I lis Mania iH-lt] , 1139 

Juultir Tvplst 1 5 HI) 10.9U 

Belter SpdS«g (*-!•) 13J9 

Bettor Maths 02-lfil U,9V 

Fiin SchiHil 1 (ft-H) ,6.M 

I iin ScJHWl 1 <+SS .....It.Mt 

I tin StrKKrl (1 ft I „...i,.m 

Fun School 3 (5-7) Ifi.VV 

tun SirnMil J ti:7) lh,W 

tun SthiKil J lir?) , IH.W 

Kun SkhiHil J CS-7) !«.» 

Fun Schiriil 4 (7-11 )...... lh.^ 

Irun Sib 4 tl Sj Ifi.W 

J UNIOR ADVENTURE 

,\ thrl>lniii_>,. carol i>ermifte 4-S,„„l.1,W 

Hvhm HfMjd S+ U.W 

Hit Wind in The Willows ...lAW 

The Wizzard Of Or +* .13.*W 



BLANK DISKS 
TDK Or Maxwell 

10xX5 M -£7.99 
20 s 3.5" -t 14.50 
50*3.5" -£35,00 
100x3.5" -€44.99 

PRECISION - BOXED 

10 x 3.5 - 6.40 
20x5.5- 11.99 
SO x 3.5 - 2fi.0O 

UNBRANDED - LOOSE 

10 x 3.5 - 5.99 
20 x 3-5 - 10.99 
50 x 3.5 - 23.99 
UHJ v 3.5 - 44.99 

RECYCLED - LOOSE 

10 x 3.5 - 4.50 

20 x X5 - 8.50 
50x3,5- 16.00 
100 x 3.5 - 30.00 



*^****-~ ■■ *■ . . — - .j,-..-- _L.jtanM»i. 
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With tears in his eyes big 
David Upchurch hosts his 
final PD Zone - from 
next month boy wonder 
Simon Byron parks his 
bot in the not-so-hot 
seat. At least you should 
get some better intros 
from now on... 



mm w m mm Mt mm 

w mm >n ^h nw ■> 
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BALDY 

Fortiss PD, 
Assassins 38. 



i 



I may be a sad reflection on my 
lonely life but I find it quite exciting 
when I first load up a new PD title 
As the disk drive chunters away and 
the screen blacks out I sit there, won- 
dering. Will it be another cracking 
shoot -'em up like Cybernetic? Or 
another perfect arcade clone like Don- 
key Kong? But if the dreaded AMOS 
logo pops up such hopes go Out the 
window. That's, not to say all AMOS-cre- 
ated games are rubbish - War] was 
superb - but it's true to say that most 
of them are. 

So when I read the AMOS credit on 
the title screen of Batdy I: was r to put it 
bluntly, less than ecstatic. However, I 
shouldn't have beem so negative as play 
proved Baldy to be something of a 
cracker. It appears our surly slaphcad of 
a hero has lost his precious floppy disks 
and so has to negotiate screen after 
screen of platforms to get them back. 
Baldy can only aouch or jump left 
and right, hut there are transporters 
dotted here and there which he can 
use to reach different levels of the 
screen. Arrows are fired at him from 
the side of the screen by some 
unknown enemy, and it requires quick 
wits and quicker reactions to dodge 
the missiles and grab the disks without 
being hit. It sounds simple and it is 
simple, but it's very addictive. Great 
fun all the way/, 

OVERALL: 84% 








PACMAN DELUXE 

Fortiss PD, 
Assassins 41. 

Yes, there's still life in the old 
dog yet • provided you give it 
a good kick. This has to be the 
best version of PacMan yet the placa- 
bility and control over the hero is spot 
on (which is where a lot of the other 
PD clones lose out). The.graphio we 
superb - the well-drawn, colourful Pac- 
Man and Ghosts have real character, 
Because the sprites are quite large the 
mazes are a lot smaller but, far from 
making the game feel claustrophobic, 
this just makes it harder and more 
exciting. 

But this isn't just a straight done 
I he programmers have added some 
well thought-out new features that 
really add to the game. The specials 
appear, as usual, just below the Ghost 
Pen, and, as well as the usual sweet- 
n'-juky fruit point bonuses, there a 
special power-ups which do things like 
speed Pa c Man up, give him tempo- 
rary invulnerability, turn all the dots 
into valuable crystals and so on. Let- 
ters occasionally appear, and if you 
collect enough to make the word 
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ATOMS 

17 Bit, disk 
2276. 

According to the 
programmers 
this game first 

appeared on the ST PD 
scene and they deoded to 
convert it on to the 
Amiga after their mate 
who owned the ST moved 
away and they couldn't 
play it anymore. I'm sur- 
prised that anyone would 
own up to having any friends who 
owned an ST but there you go. .. 




'EXTRA' you get a new life. 

On top of that the maie lay-outs 
change every few screens, so you're 
constantly kept on your toes, Some 
males even have invisible walls! I 
didn't think t'd ever find myself rav- 
ing over yet another PacMan clone bot 
I am - it's just brilliant. A must get. 

OVERALL: 90% 



Still, don't let Atoms' origins scare 
you off because this is rather a nice 
little game. It's for two to five play- 
ers, each of whom takes it in turn to 
place an atom on one of the squares 
on the board. An atom may be placed 
wherever there's an empty square or 
another of the player's atoms. Each 
square may only hold a maximum of 
three atoms so if the player tries to 
put another atom there the whole lot 
becomes unstable and explodes, 
blowing the four atoms out into the 
surrounding squares and 
removing any 'enemy' atoms 
that already happen to be 
there. The idea is to use this 
explosive potential to even- 
tually get rid of all the other 
players' atoms. 

Atoms may not sound that 
exciting but it's a surprising- 
ly addictive affair, especially 
if you've got the full comple- 
■nent of five people playing. 
It's a shame that there's no 
option to play against the com- 
puter but I'm sure you've all got a 
couple of friends you can invite 
around for a bash, And they said 
physics couldn't be fun... 



OVERALL: 82% 
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HELLZONE 

Fortiss PD f 
Assassins 41. 

Fancy a bit of R-Type 
action? Well, then 
you've come to the 
right place- the HellZone? 
As you can prohably tell 
from the screen-shots this 
is a horizontally-scrolling 
blaster, with the player 
havmg to guide a fragile 
spaceship through caverns and tun- 
nels and wave after wave of vicious 
xenomorphs. Sonne aliens, when 
destroyed, leave power-up capsules 
which add' extra weaponry and fea- 
tures to the ship if collected. Etc, etc... 
Yup, it's business as usual - no sur- 
prises here. But it plays fine and the 
graphics are okay. All the explosions 
have been ripped off frorn Sidewinder 
but since they were pretty good in the 
first place that's no big problem. If I 
have any complaint at all it's that the 
screen is a bit on the narrow side and 
things can get a tad cramped at 
times. Still when you consider that 
this would easily have passed muster 
as a full-price game just a couple of 
years ago then you can't really com- 
plain. Worth a try. 

OVERALL: 77% 
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LEAP! 

Fortiss PD r Assassins 41. 

Iow simple can a game get? Very, is the answer - 
and Leap! is the evidence, All you have to is guide 
a little man from the bottom of the screen to the 
top by jumping him up through the holes in the platforms. 
Matter* are made a little more complex than they sound 
by the fact that the holes move, and if The vulnerable lit- 
tle chap gels hit by the edge of the platform or falls 
through one of the roving holes he dies. And that's it -no 
bells, no whistles 

At least, I think that's it. I know it's a shocking admis- 
sion for any games reviewer 1o make but I just couldn't 
get beyond the first bloody level. I tried, really I did, but 
the game's so infuriatingly and unfairly difficult that after 
a full hour of wrestling with the joystick and pulling out 
my hair, teeth and arms at the socket I had to concede 
defeat. 

For all I know there may be monsters, secret rooms, 
3D flying sub-games or whatever later on, but quite 
honestly I was so fed up by the game's toughness that 
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Top Of The Leacjuo 

1 





TOP OF THE 
LEAGUE 

17 Bit, disk 2273. 

jefore I start I suppose I'd better 
.admit that I'm not a big fan of 
'footy management games even 
when they're done well so when one's 
been done very badly (as Top of the 
League has been} I'm bound to be 
even more non-plumed There's noth- 
ing that wrong with the actual 
mechanics of the game - everything's 
in there that you'd expect, like trans 
fers, training, ground management 
and so forth - but the presentation's 





I couldn't be bothered to perservere, and the mind-hog- 
glingly dull visuals didn't give me much incentive either. 
I seem to remember that years ago there was a very sim- 
ilar game called something like Jumping Jack from Imag- 
ine (remember them?) on the Vie 20 and that wasn't much 
cop either, One for the masochists. methinks. 

OVERALL; 37% 



so awful and the player interface so 
cumbersome that it becomes a real 
chore to play. 

Take changing the team's forma 
tion, for example. It says that you've 
got to press Z or X to cycle through the 
choices on offer. Fair enough, I 
thought. But rather than just pressing 
the relevant key and the new formation 
appearing, you have to press the key 
and then RETURN before anything (very 
slowly) happens. It's a small thing, I 
know, but when you get a similar lack 
of friendliness on every other screen it 
wears you down very quickly. 

Even the match days are a wash-out 
A static graphic of the pitch appears. 
you jiust sit there looki ng at it for a wh ile 
and then a message comes ups telling 
you that the match is over and that 
you've got to press a key to continue. H 
you're lucky and a goal's been scored 
then you get a little message saying 
something obscure like "The centrefor- 
ward passed down the midfield" and 
that's it. Packed full of big match atmo- 
sphere, eh7 

If you're a hig fan of the genre then 
you might want to take a look at this out 
of interest's sake, but anybody else 
should steer their gaming ship well clea I 

OVERALL: 31% 
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It's the game that everyone's 
talking about - and in the 
case of programmer Andrew 
Braybrook, it's normally 
things like "That Uridium 2 
is a real pain in the backside, 
I can tell you." Each month 
in The One, you can read 
how Renegade's latest 
arcade opus, due out next 
Spring, is coming along, with 
daily updates and top gossip 
straight from the horse's 
mouth as we serialise AB's 
development diary, now in 
its sixth month. Take it 
away r o bespectacled one... f[ 



PART SIX - 

OCTOBER/NOVEAABER 

Wednesday 21st October 

We re pretty much decided on going 
ahead with the dual-piayfield ver- 
sion, I think With that decision out 
of the way we can steam ahead with 
producing graph res and more game- 
play items. Having made this 
momentous decision. I've cut all ties 
in the game with the original 32- 
Colour background graphics and con- 
verted one set of them to seven, with 
Mack [the graphic artist) converting 
and redrawing where necessary. Had 
some fun organising the ground 
bombs so that if they miss the 
top playfield they fall some 
more and will detect the back 



pfayfield, if any, and blow up or drift 
off 

Jason has added a new tune for 
the inside-ship bih and managed to 
&a«e 6QK or so by resampling some 
of his instruments. That gives us 
buckets more space to put better 
speech in, and a better lead instru- 
ment for the tFtie tune, He still 
doesn't seem keen on the stereo 
Hickenbackerbass sample, though. 
Can't think why! 

Thursday 22nd October 

Tried to get the dreadnought to 
melt away today so as the reactqrs 
are destroyed, the ship breaks up. 
The robot then has to steer clear of 
the spreading hole or die, Spent ah 
afternoon chasing a nasty bug 
caused by the process of updating 
the background. Still haven't nailed 




it. Every time I put in a test to see if 
something is getting corrupted, the 
bug just happens anyway so I'm not 
On the right track yet. 

Friday 23rd October 

Tried a number of methods of melt- 
ing the ship, ali of which use hor- 
rendous quantities of CPU time and 
so cause gi itches all over the place, 
The last method I've tried gives me 
most time, but only the top layer of 
the ship melts at the moment. I've 
just written the routines to hit the 
other layer but I've had enough for 
today, 

Monday 26th October 

Experimented with ways to melt the 
background layer of the dread- 
nought before giving up. AM the co- 
ordinate systems were getting tan- 



gled up and it was taking up mucr 
too much time. As alf the blocks 
melt, each one spreads onto four 
bordering ones which quickly gen- 
erates a lot of melting explosions 
Doing this on two levels would have 
looked pretty, I'm sure, but would 
afso give the processor a seizure 
Settled for one layer melting and the 
other brightening up and then dark 
•ning, 

Tuesday 27th October 

Mark has nearly finished work on 
the background character sets that 
were in 32 colours. He has added 
loads more detail to them to make 
up for the lack of colour. It does look 
good now, and with most of the 
sprites now redone we can get on 
with producing some new graphics. 
Jason wanted to add a new fac.il- 














ity to the sound routine to allow us 
to temporarily stop a tune, play 
another, and then restart the old one 
from where it left off. That allows us 
to play a very short pause tune 
before the sound stops, and then 
restart the tune when you urvpause. 
Also it can be used to play a big boss 
theme' when fighting the big meany. 

Wednesday 28th October 

One minute it's hot, the next it's 
cold. Must be some Fire & Ice some- 
where, 

Thursday 29th October 

Lifted all the old ship attack patterns 
and waves from the C64 version and 
dropped them into the Amiga code. 
They took a gratuitous amount of 
chopping about on the editor as I 
now define these things in a slight- 
ly more civilised manner. I can now 
gauge the game's difficulty a bit bet- 
ter by seeing how long people last 



(Right) Th* latest, all -singing, all- 
dancing, 32-cciiotif dreadnought in 
action. The game new features a 

scrolling radar display showing your 
position over the giant ship. 



when playing it. Actually, it's a bit 
grim at the moment. 

Friday 30th October 

Rationalised the attack waves to 
remove unnecessary ones that don't 
need to be there with the new sys- 
tem. Also fixed the chasing patterns 
as the new chaser ships are a bit 
smarter but need to be coaxed along 
a bit more. Everything from the orig- 
inal can be done, but with bells and 



whistles and plenty more options to 
boot. 

I want to build a small map dis- 
play into the control panel to give 
the player a bit more look-ahead. If I 
use the hardware sprite software 
that I used in Fire S Ice then I should 
be able to take over the sprite DMA 
channels at the bottom of the game 
screen and get them to display a 




scrolling three-colour contour map, 

Monday 2nd November 

The small map needs the following 

tasks to he done; 

(1) Translate the large blocks in the 
map into single coloured pixels by 
examining the heights. 

(2) Place all of these pixels into hard- 
ware sprite images. 

(3J Cut a hole in the display panel for 
the map. 

(4) Get the copper list setup routine 
to work out which part of the map 
to show and display the appropriate 
hardware sprites. 

(5) Draw a new panel display with a 
cut-out in the middle to show the 
map through. 

I blanked out the panel temporar- 
ily so I could see where the sprites 
were, There's no point in getting the 
calculator out and trying to figure 
out where the sprites are going, just 
get in there and throw some figures 
at it. As long as you have a fair 
chance of seeing where things are, 
you can move them a bit at a time 
until you get it right. 

Tuesday 3rd November 

Managed to throw away a few hours 
work when l restored a file from a 
backup because I'd made a total 
botch-up of it. I hadn't done a back- 
up quite a* recently as I had hoped 
so I lost some of the more recent 
updates to the world data. 

Brought in a pitch-shifter pedal 
for Jason to create some more 
speech with. Now. that 1Ve freed up 
some more memory we can spend 
some more on the sound, and Jason 
doesn't have to worry about his 
voice being heard because that pedal 
is quite amazing. You, too, can be 
Darth Vader. 

Wednesday 4th November 

Not a great day for the history 
books. Just about everything that 
could go wrong did. It knows I'm in 
a hurry. The mapper can't produce 
four-colour output so I had to refor- 
mat its character set. The map was in 
the wrong position so l had to move 
that over. Then the FAX machine ran 
out of paper just as I wanted to send 
one long distance. 

Thursday Sth November 

Paid .-] flying visit to Paris to see how 
the French put on a computer show. 
Congratulations to Sensible Software 
for Soccer getting the Tilt Best Com- 
puter Sports Game award. 

Monday 9th November 

Went to a another computer show at 
the week-end. I'm not allowed to 
mention which one as Renegade 
didn't have a stand there. Got Urid- 
ium 2 running on an Amiga 
aOt'Ju Mo incompatibility prob- 
lems yet. 
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(Above and right) The new dread- 
nought; are becoming more surreal 
and Giger-esque by the minute - 
notice the skeletal motif here. The 
game also now boasts a funky in- 
game track and loading ttrttn 
music inspired by the famous C64 
Mark of Martin Gal way. 



Got a second set of fleet graphics 
from a freelance artist, Stephen 
Rushbrook, who is doing what 
should become the first fleet. The 
style is more along the lines of the 
original C64 but much better. We 
managed to put the graphics into 
the game after a struggle with the 
packer which crashed repeatedly, 
and the mapper that steadfastly 
refused to produce anything remote- 
ly related to the correct output. 

Tuesday 10th November 

Defined all the destructible lumps of 
the new deck and all the Uridimine 
launch ports. This highlighted two 
new problems. For one thing, too 
many destructives in one locale tend 
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to cause the machine to have a 
seizure when they all blow at once. 
Th.it isn't actually too bad as it just 
appears as camera shake, which I 
simulated in software anyway. The 
other problem is that the Uridimines 
get generated and left behind a lit- 
tle too easily. We've got to give the 
bad guys a chance, haven't we? 

Tidied up quite a few routines 
that had been pretending that they 
were working (these computers will 
try anything to sneak a bug through 
customs) and put in three new 
bonus blocks to give the player 
points or an extra ship pod for 
destroying a full wave of fighters. 
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Thursday 12th November 
Put in some new bad guys. There's a 
slow flying meany which I did call a 
helicopter until some bright spark 
pointed out that they wouldn't work 
in space. Everyone's a smart alec. 
This helicopter-type thing gets lift- 
ed up from its hangar below-deck 
and lifts off to chase after the play- 
er. 

Mark wanted the parallax layer to 
not parallax on his latest ship design. 
There's no pleasing some people, In 
not-parallaxing mode (cos I'd 
already considered this possibility, 
being a smart kinda programmer) I 
had set it up to run the three-colour 
layer over the seven-colour one to 
act as overhead gantries or some 
such, Needless to say, this wasn't 
good enough as he wanted the 
three-colour layer below. A quick 
wave of the magic keyboard and we 
now have TOTAL flexibility. 

Monday 16th November 

Graerne paid us a visit from Rene- 
gade. He's not tremendously keen on 

Because the dreadnought map* are 
far more sprawling than the original 
C64's F it's tougher for Andrew to plot 
where the enemy attack waves 
should appear. It's this part of the 
game that is taking much of the 
tweaking time - if the enemy appear 
too close to the player's ship the 

game becomes too difficult, if they 
appear too far away then the game 
becomes tfto easy. 



the seven-colour graphics and since 
Mark is hinting that he'll go on Si 
if he has only seven colours to play 
with then we have a big problerr 
Most of the screenshots I've taker 
fail to impress as they are limited - 
colour. It's only when you see the 
game moving that it looks great. 

Tuesday 17th November 

Since the dual -play fie Id version 
losing support rapidly I'm going to 
return to the 32-cOlour version. I've 
neglected that for a few weeks now 
and I've been finding bugs in the 
dual- play field one which will still be 
waiting to be discovered again. This 
is a great memory test. Also I've 
been improving the game play over 
all and will have to redo all the 
improvements that I've made, I had 
to go through the whole lot file by 
file. I loaded up both versions and 
paged through them simultaneous- 
ly. If you switch the editor quickly 
from one version to the other and 
back then the differences show up 
like an elephant in a very small gar 
den indeed. Then I just had to decide 
whether that difference was because 
of the two playfields, in which case 
I don't want it or because it's an 
improvement. About three hours 
later and I got it all linked together 

Wednesday 18th November 

Mark is now battling with a rwu 
palette for his 32-Colour versions of 
rill the ship graphics. This is fun. 

Thursday 19th November 
Well, Mark's new palette is a real 
bundle of laughs. I can't do a thing 
with it, No black, nine browns 
(which I can't fell apart from the 
greens) and they're all over the 
place. He seems able to draw with 
it. I guess that's what they mean by 
job security. No one else can use the 
palette. This makes life a bit difficult 
for my 3D block font - 1 suppose I'll 
have to do a new one, 

Friday 20th November 

As diary delivery date approaches, I 
have to figure out what I can rea- 
sonably put into this month's demo 
disk to take to EMAP towers. All the 
sound and music is just about sort- 
ed, it's just the graphics that are cur- 
rently in limbo. 

Mr, Rushbrook has been working 
on an animated intro sequence. No- 
one could accuse him of being any 
thing less than ambitious. 



NEXT 
MONTH! 

More of the 
same, of course. 
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PREVIEWS 







"Oh, I wish it could be Christmas every day-ay-ay-a-y.... When the bells are ringing and 
the band begins to play -ay-ay-ay... Ooh-ooh-ooh! Oh r I wish it could be Christmas every 
day-ay-ay-ay.... When the bells.... ring out... for Christ-mas!" 

Christmas is r of course, The One r s favourite time of the year, so you'll forgive us if our 
heads seemed a little in the clouds this issue as we get into the festive spirit. Peace on 
Earth and goodwill towards men and all that. Now, to matters in hand. If you're after 
sneak previews of the best of 1993, you'll find the definitive previews in the first half of 
the mag. If, however, you're more impatient and want to know what games will be 
appearing more imminently, this is the place to be where, as usual, we reveal the games 
coming your way over the next month or so. In the meantime, have a very jolly one. 







3-1? FLYING 
FORTRESS 

MicroProse 
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e Amiga has been notably short of quality flight 
simulations of late, but if all goes well and Micro- 
prose has anything, to do with it, 1993 should turn 
out to be a much better year for the genre than the last. 
With ATAC due in January and Harrier Assault nearer the 
Summer, sandwiched firmly between the two is B-17 Fly- 
ing Fortress, a llm based around the huge ten-rnan 
'Memphis Belle' bombers that flattened much of Ger- 
many during World War II. Naturally, Micro Prose's game 
sets you the same task ouer a series of perilous missions. 
Because of the sheer size of the aircraft, B-17 Flying 
Fortress is as much an exercise in man management as 
flight simulation, with a crew that needs to be constantly 
juggled and attended to to get the best out of the 
plane's many gun turrets, bomb bays, flight and navi- 
gation stations. As captain of the plane, the player can 
leave his crew to look after their own jobs automatically, or take over 
and control each station himself. Missions involve flying from RAF bases 
in England to clobber Nazi targets in Germany and France. The main part 
of the each mission is the actual bombing of the primary and secondary 
targets, but the journeys there and back entail plenty of dogf ighting 
against the swarming Luftwaffe, 



As is fast becoming the fashion, there's also a strategy element involv- 
ing mission selection and planning - you know the sort of thing. How- 
ever, it's the atmospheric 3D action that has already made the game a 
big, big hit with PC games players earlier this year, Converted to the 
Amiga by MkroProse Leeds from the PC original, B-17 Flying Fortress 
is due out in March 
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COMBAT AIR PATROL 

Psygnosis 

Yes indeed, 1993 is going to be a MUCH better year for flight simu- 
lation^ with something on the horizon for everybody by all 
accounts. While Micro Prose and Do mark will be offering plenty of 
heavyweight fodder for {hose who like their simulations as technical as 
possible, Psygnosis is planning to eater more for the trigger-happy gung- 
ho market with Combat Air Patrol, a somewhat simpler affair in the vein 
of user-friendJy combat classics like F/A-18 Interceptor and Thunderhawk. 
Set during the Gulf conflict (still a popular scenario, it seems), CAP puts 
the player in control of an F-14 Tomcat (the one Tom Cruise flies) or the 
sleeker F-18 Hornet 
over a series of mis- 
sions that combine to 
make one big Desert 
Storm-style campaign. 
Missions are flown 
from dusty air bases or 
aircraft carriers against 
Iraqi land, sea and air 
targets. The play area, 
spanning over one-mil- 
lion square miles, is an 
accurate reconstruction 
of the Gulf battle- 
ground, the idea being 
that the REAL action 
takes place down 

below r where the surface forces are engaged. The game has a strategy sec- 
tion where the player commands the Allied forces, with the success or fail- 
ure of the missions you fly influencing the outcome of the ground war. 
The actual flight- based action is expected to be fairly by the book, and 
should hold no surprises for those familiar with games like Interceptor and 
ietfighter. The emphasis is placed more on dexterity and skill in dog- 
fighting and bombing runs than having to remember thousands of way- 
points and key controls. But the fact that it's more accessible than many 
flight sims isn't to say it's simpler - players will be expected to master 
inflight refuelling, instrument landings and a serial link so Amiga owners 
can play head-to -head. Combat Air Patrol is expected to touch down Jan- 
uaryy February at £27.99. 
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ARABIAN 
NIGHTS 

Krisalis 






Platform games are still the order of the day, 
it would seem, and while most of us 
patiently await the arrival of Krisalis' much- 
vaunted (and delayed) Soccer Kid, the company 
has thoughtfully provided something to tide us 
over in the meantime. Originally titled Sin bad Jnr, 
Arabian Nights is, as you might expect, full of 
eastern promise and platforms. The story, which 
sounds just a little bit too much like Prince of Per- 



sia for our liking, casts you as a peasant boy 
imprisoned by the Caliph who must escape and 
save the princess from the Evil Vizier. The job 
involves escaping from the Caliph's dungeon via 
ancient tunnels under the city, then running and 
leaping through fifteen levels towards the Vizier's 
Black Castle, where the final confrontation and 
all that guff awaits. 

Cute and colourful to the iast, Arabian Nights 
is a platformer in the solid tradition of games like 
Switchblade, Titus the Fox and The Addams Fam- 
ily. Though much of what goes on is based 
around leaping from platform to platform and 
battling with swarthy guards, there's an arcade 
adventure element too, where the young Sinbad 
(for want of a better name) trades and interacts 
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with the locals to gain the objects and info he 
needs, The ubiquitous guardians come in the 
form of four Djinnis (whatever they may be - 
answers on <* post: ,ird r please) representing the 
elemental forces of Earth, Wind, Fire and Water. 
Defeat this little lot, make it over forest and rocks, 
an ocean, waterfall, volcano and desert, then van- 
quish the Vizier himself, and you might just live 
happily ever after. At least until Soccer Kid 
arrives, anyway. Priced at £25.99, Arabian 
Nights is due out at the end of February. 
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FATAL STROKES 

ICE. 

lot from the success of their debut release Fireforce, International 
| Computer Entertainment (or ICE. for short) is coming on strong 
in the new year with a bevvy of titles, not least of which being a 
rather odd little arcade number by the name of Fatal Strokes. 

The game has reputely been inspired by the works of three famous 
artists, including HeirOrtyrffOUS Bosch, the impressionist George Seurat and 
a famous surrealist whose name escapes us for the moment. The painting 
styles of the trio of dead old masters have been replicated in the game's 
graphical look, with each of the three levels based on one particular style, 
so expect a fair amount of floppy clocks and general bizarreness in the 
surreal world, for example. The story (such as it is) goes that you've bought 
a set of magic paintbrushes that have whisked you into the famous daubs, 
and now you've got to get out. What follows is an unpredictale mix of plat- 
form game and arcade adventure as you run around inside the painted 
worlds, avoiding the obligatory bad guys and collecting and mixing dif- 
ferent coloured paints to produce weird power-up effects. 

IC-E claims that Fatal Strokes is the sort of game that trie famous 
painters featured might have come up with., had computers been around 
in their day and age. You 
can take that with a pinch 
of salt, of course, but what- 
ever the game's artistic pre- 
tensions, it has the makings 
of a fine arcade bash. It's 
due out in the shops within 
a couple of months and 
there's a review in the next 
issue of The One. Can't 
say fairer than that. 




DARKSEED 

Cyberd reams 




Anew player has emerged on the American adventure scene, h 
ing to rivai the likes of Lutasfitm and Westwood with the first 0* 
a series of dark and brooding sci-fi odysseys. Already a bit 
on the PC and now almost complete on the Amiga, Oarkseed has beer- 
inspired by the art of HB Giger, the oddball Swiss illustrator whose bizarre 
creations and designs have been used in movies like Alien and Poltergeis* 
II, Giger himself has had a hand «n the conceptual look of the game so if 
nothing else it promises to be nothing short of unique graphically. 

The game casts the player as science-fiction author Mike Dawson who's 
just bought a Victorian house somewhere in suburban California. But Daw 
son discovers he got more than he paid for when the house turns out to 
be the gateway into a sinister alien universe' The game's setting flicks 
back and forward between the real w >rld of modern day California {if yoi, 
can call that real} and the Giger-designed alien world, which not surpris- 
ingly is very Alien-esque with no end of bony, biomechankal architecture 

Using the now-familiar point-and-cikk graphical interface used by just 
about everyone these days, Oarkseed is going to have a tough time going 
up against games like Monkey Island 2, Lure of the Temptress and Legend 
of Kyrandia. From 



what we've seen so 
far, the game's 
impressive interlaced 
graphics are some of 
the best seen in ^n 
Amiga -based adven- 
ture. Whether or not 
the game is up to 
the same standard is 
something you'll 
have to wait until 
next month to find 
out for yourselves. 





bayM 



r*fc j"lir i i ■**- - T _- 



- ' "■ 




AMIGA PERIPHERALS 



GREAT 

VALLEY 
PRODUCTS 



QUALITY AMIGA PERIPHERALS 
WITH A 2 YEAR WARRANTY 

Silca Systems are plea&sd 10 pfesem the GVP range 
of peripherals. GYP are the world's largest third party 
maniJtactwer of penpherafe lor Ft Amiga range and 
navo a reputation for high specilioation, quality 
product;. The tampany -was founded only tour years 
ago by a man who knows about the Am ga 
CornmotfcfB's ejs-Vica President of Technology. He. 
along wtTi a 1eam nl Amoa Bxperts. irtCkiarTO, OUler 6> 
OorTlTKHOTe Stall, understand the BCrd-on requiremerts 

of Amiga owners belter than anyone Nol only do 
nvp pimide peripherals itiai Amiga owners warn, 
they also otter peace c< mind, »flh a 2 year warranty 
on (he- products 1hey manutacture So. it you are 
baking lor the vary best m peopheratslor your Amiga 
computer., took to further lhan GVP. 



FREE BROCHURE 

RETURN THE COUPON FOR VOUR COPY 



GVP's HD9- haul drive and A5!£ hard Aivfi wittb 4DUH2 accelerator, rapresern 
ihe highest quality Amiga &X penctiarals. at ywy aHordat** prices Eacii 
■noorponiBS a fas! adion hard drive, RAM enpansron capaMdy. custom 
VLSI Ship and FaaaSTftOM SCSI dnver. tor unbaalajile perioimapCft * 

The HDtV hand drira offers up 1o 8Mb Crl Stondarxl 
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internal Fa$l HAM eapan&ion and Ihe 
A5-30 Oomt». up Id 8Mb fjl 32 bil NtM 
las.1 RAM expansion Bath lealura a 

SCSI OCntrdlor. «hKh tuVfWTDl up IC 

6 additional devices, and an 

Autobwr/Game ™t^l S«*1Ch Enlh 

are available in BO, 1 2D and 21 3Mb 

hard dnve uarsiot*. 

In addition, Ihe A530 Combo zooms 

the Amiga lorwarei wil*i an 030 

accelerator, riinning at a blistering 

40MHz This enables y>Xir Atfiija 500 

10 run al an inr.rertfile 12.1 VlPS. faster 

1han an Amiga 3fXX>! No rjrjher product i 

Ihe world cambrics at Ihe features tound in 

Ihe A530 Combo! A pJug-fi PC emulator option 

shown below, s available tor 

the HDs* and A53D Combo. —. 
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PC EMULATOR 



PLUG-IN OPTION FOR HDfcW & 


A53C 
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• 16MHz fl02fJ6 processor 

• 287 Mattis Co-Procas&Sr SOokoi 

• S1 2K of PC RAM plus. In* use (X Amigo HAM! 

• Supports Hercules, CGA. EGWVGA 
(monpctiromE) and T3100 video modes 

• Runs MS-DOS i.3 2 and i.pvvardsi plua 
thousands of other PC programs 

This powBituI 26* emulator mod Je SHiply pkjQS imrj 
ihe imrt-stof <A Hie GvP HDSi or A $30 jwiihout 
invalidating Ihe warranty. If has, full kcsh to ihe 
Amiga's teswjioes and allows 
you to run PC and Amioa pro- 
oramsatthe same time, grwig 
you two oompmeG n one. 



£149 
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HARD DRIVES & ACCELERATORS 



PRICES FROM: 



£349 



MOW 



40iub 60Mb 120mh 213Mb 



h*rd driwe £349 £449 £529 £699 



H06- 



A53DCDMe0 | - £849 £929 £1099 



FOR ALL AMIGAS AMIGA 1500 + 200 




SOUND SAMPLER 

V H at 5telTr 5Af-\iy 

» ".tot *W (IflrillVptVT 
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In padri ptn mi J^ 90Q «■. 15». 2«» 
tit i9QQ yjTQ^ii' rA^t-M *lr. :m a"*^ 
Hd« nod :owtj nl osHhU mid i-e 
ruse k"-'<; fHQitf/K, *•*« rrtj)« inw 
sa/Kraj* li ccovtiUi HDjflm 



MUS 



£49 



•WO 



NEW! 




VIDEO GENLOCK 



• fill rfw* tssmrti wi mrwijl 04W' 

AAlUys jitffr JU?«M 
j 1 , 1 ?; i4Dd jCfWi re ] rud ^c*ih , *w-ii-.m 

c^Lihi^i Tie G-d* (^Mi* ™*i ai' m 
t"l)j (OKifS'I Wi4 4fi KfflKl ita r«* 
Orau Kwnrttailti. 6CSM* chp w. It e m 



VID 
?500 



£349 



ACCELERATORS 









', n 


WW' 

J40 
Hu., 


\ OM \ DM \ 0» \ 
\2btoH,', 40*u', 50vi', 


PlK*ilft 


..-• : 


■■--: r 


«d u:j: 


Spa Hi 


M 


1M 


II j^ 


■ - :-.• 


-^ 


« 


n 


n 


Mr> [:jw 




y.->; 


■B 


'■■ 


■■M 
12UBUI 


H 


«a 


«1 


w 


!M*na 


>' 


H* 


M* 


lb 


Edm 


:'..■ 


;;; 


SG) 


SHI 


Sd 


.*-..■■ 


."..- 


.- - 


lj"l 


FH 


£.:?3 


£3*B 


til 9} 


E1489 



41 GVP G- r Q'K MSrlSfilSfi CV D* ImCj 

BID t hiisJ am Uy «**ng a Upmi KM, ffliA 
iin tlMaf. -axrgil Ihe „tTMf.T; ijmy. 
ISOliaBQ QfflilHW-l!. m>, 1" SCSI OntB w 
lnp=n h« itcmtwI on ■» IIm iccrtcriltt - . 



N^, 



HARD CARDS 
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VIDEO ENHANCER 

• i* imVy» cniDurt TO * MO PAt. flw 
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RAM BOARDS 
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ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 



SILICA SYSTEMS OFFER YOU 



• FREE OVERNIGHT DELIVERY: Cn all hardware cedars shipped in iht> UK -nainarfl 

• TECHNICAL SUPPORT HFLPtWE; Team el SKhmMl anperts al jour semice. 

• PRICE MATCH: W« i!<jrni,:)lly inalch cnnpelits-i on a Same product - Same price' basis 

• ESTABLISHED 14 YEARS: Prauen Iracfc record m proletsional cornpulBi'salEss, 

• £12 (WLLfOW TURNOVER fwHrt 60 statr'f. Said, ^liable and prolilaHe 

• BUSINESS * EDUCATION * GOVERNMENT: VduirKfOisCQunts Ifl'lllMl tW1-3dB MSI. 
•> SHOWROOMS. SancnEtratior and ira-.'iirrj 'iclihcs al Our LfiiWniv $ Siifcup branches.. 

• rwtr full STOCK RAnOE. AllnlvoyireciurwwnlslKfflanesLfipiier. 

• f-H££ CA TALOGtJf S Will bt mailed 1t> y£u wtn ofers t sottware and oer ptiara- dataits. 

• PAYMENT Majer Cftj# eafds cast, cheque 2t iTorltly lems 

tJatorrj you deode- whor. ir> txiy yniir raw Airvga. foaocis we suggest you rtiln* very carelu'y aboui 
WHERE yinj liiy ihem. Cmsiaer »*ial n will be >Ke a fe* momhs after you nav» made yotur purchase, 
when vou rray redure addihonal perphergis. ^nd saftw^r^ w help arid advice. Arid. wiP li*e coirican^ 
you ovy From cermet you wiih dcuils ur new crMlucIs'' Al Silica Sva1e^5. we ensile tn^i yw »*l i"v= 
iiDitnng !o viorry Etboyi. We have been eslBdEhed for almost i* j«iars arKi, w>ih our unrivaled 
experience ,iryj enptnisc. v*n car no* clmrH » mad Our CuaiOinera' requrememB wllh an understanrlnrj 
when is second do none. Bin donl iusl 1a>a our word for h Cornplete am njium ihe oaupan now tor ou> 
lEilesI FHFf lilcralurn and begu K> axpcrience lie "Silica S'^SWrllS Service ' 
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RECOMMENDED 



Christmas is nearly upon us (unless you happen to be reading this after the 
25th of December, in which case you've already had it, mate) and it's time 
to get your present list off to Santa at the North Pole. But its tough know- 
ing which games to ask for, isn't it? Which is why our Recommended section 
is so darn handy. Contained herein are all the top titles released over the 
last six months or so which we at The One consider to be essential ele- 
ments of every true gamer's software collection. If you ain't got these, then 
you should be well and truly ashamed of yourself... 






The Addams Family 



Publisher 


Ocean 


Issue Reviewed 


June 1982 


Memory 


S12K 


Price 


£25.93 



90°/t 



84% 



Guide Gomez across tonnes of massive level* in an 
effort to rescue the rest or his family In one of the fines! 
platform romp* to appear on the Amiga so far, Bundles 
01 rtfttrfil toams. devious traps and fluid playaMity 
make Ihis Him tie-in a must buy' for all avid fan* of the 
platforming genre, 

Archer Maclean's Pool 




The Aquatic Games 



Publisher 



Millennium 



Publisher 
Issue Reviewed 
Memory 
Price 



Virgin Games 
October 1 992 
512K 
£25.89 



90°/c 



When Jimmy While's Whirlwind Snooker was first 

released, Ihe public lapped if up in droits. Archer has 
used the same gfrrne engine to produce a game which 
i* arguably better IHan Snooker due to the fad that 
Pool I* a more accessible and easier to play sport. If 
you missed out on JWWS then you'd better pol this 'un. 



Assassin 



Publisher 
Issue Reviewed 
Memory 
Price 



Team 17 
November 1993 
1Mb 
£25.98 



Assassin H a Slrtdei-based arcade shoot- em-up which 
blows the resl of the rest of the feeble attempts Clean 
out of Ins water. With perfect control, hue massive 
level*, gorgeous graphics, Inspiring seniles... Heed we 
go on? Assassin should be in everybody's software 
collection, now! 




Issue Reviewed October 1992 

Memory 51 SK 

Price £25.99 

Although Ihls type of 'waggle your slit**' *00rt game 
went out with Noah, The AqualiC Games mpects new 
life into the old dbg by Introducing a number of 
unusual event*- Packed full of cartoony visual* and 
aided by a bouncy soundtrack, Ihe AGS should 
entertain most owners with a &en*e Of humour. 

Ashes of Empire 



Publisher 



Mirage 



Issue Reviewed June 1 992 

Memory 1Mb 

Price E29.99 

From the team loat brought you Midwinters 1 and 2 
come* this, anothei 3D strategy same in .s very similar 
style. Supposedly based in a pseudo- Eastern Europe. 
it's the player's task to tiring peace and harmony to the 
world via trading and Ihe occasional bit of combat, 
Boasts stunning fractal generated 3D landscape*- 

Beast 3 

Publisher Psygnosis 

Issue Reviewed September 1992 

Memory 1 Mh 

Price £29,99 

Whilst tha first two Beast games mere lovely lo look at 
but crappy to play, Beast 3 show exactly how it should 
h-iiu-M t>i:i-n done. Its siill draamy 1o watch hut 
underneath the visuals there'* * rkohl slonker ol a 
game. The cleverly designed puzzles and frantic non- 
stop action should keep most entertained lor weeks. 



Black Crypt 




Publisher 


Electronic Arts 


Issue Reviewed 


March 1 992 


Memory 


1Mb 


Price 


E25.99 



92% 



A highly-Successful attempt 10 tap Into the market 
pioneered by Dungeon Master and Eye of the 

Beholder- Although ostensibly nol too dine rent to 
what s gone before, Black Crypl succeeds 
because ol the intense atmosphere il generale* 
with Its effective use or 3D. 





Civilization 



Publisher 



Microprose 



Issue Reviewed August 1 982 

Memory 1Mb 

Price £29.98 

Bid Meier does il again - and you thought he couldn't 
beat Railroad Tycoon! Your job? Evolve your populace 
up from the Slone Age to the 20th Century and 
beyond. The strain of the port from PC 10 Amiga Show* 
sometimes in the disk accessing, but the involving 
strategic gamepliy more than compensates, 
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Crazy Cars 3 



Publisher 


Titus 


Issue Reviewed 


August 1 992 


Memory 


S12K 


Prka 


C2S.96 



90°/< 



Another series of game* inhere the third proved to be 
the Best of the bunch- Forgel the previous two, or 
most olhHf sprite-based racers - thi* same is one of 
the contenders lee the racing trophy, M scrolls, plays 
and moves so wtti that youd be a feci to let this one 
overtake you. 

Dune 



Publisher 


Virgin Games 


l£4Ue Reviewed 


June 1992 


Memory 


1Mb 


Price 


££9.99 






Publisher 


US Gold 


Issue Reviewed 


May 1992 


Memory 


1Mb 


Price 


£25.99 



Fireforce 




Publisher 


ICE 


Issue Reviewed 


October 1992 


Memory 


B12K 


Price 


£35,99 



89% 



D/Generation 



Based on the classic' David Lynch mcyle, in Dune it's 
your job to harvest Ihe Spica while buttling the evil 
Harkonnen* an the surface Of the and desert world 
Arrakis, Donl be fooled by Ihe graphic adventure-lsh 
graphics ■ Ihls is a thinking man's game, albeit one 
blessed with easy accessibility and superb payability. 

Eye of the Beholder 2 



If 3D role piayino adventures are your 'thing' Ihen you 
can do no better than Beholder 2. Although it doesn't 
really improve over the ordinal, it's still a hugs and 
awe-inspiring game which will take some time (O 
complete. It's looking Slightly dated when compared 
to the llashy RPGs Ihal are now appearing- 



Publisher 


US Gold 


Isiuu Reviewed 


May 1992 


Memory 


1Mb 


Price 


£25.99 




87°/< 



Yet another blast horn the pasl. Rrelorce has 
distinctly Green Beret origins. Who car**, where it 
comes horn when the end product is Ihls good? 
Violence and more violence {with some distinctly 
realistic throal-slitting) make this horizontally v. ml lei 
a same which you should hide from your urartny- 

Indiana Jones 4 (Arcade) 




82°/< 



Although Indy hasnt tared too well In Ihe arcade flame 
depl up lil I now, this i sometrlc -3D arcade adventure 
more than rectifies Ihe matter. Us blend 01 puzzles 
and action is just right (even though Ihe control can 

be a little tiddly in places) and should Keep any fan Ol 
Th<' M.iri w»ti" trig Hal more than happy. 




87% 



Publisher 



■ t-.*--- 



Mind scape 



issue Reviewed July 1992 
Memory S12K 

Price £19.99 

A. throwback to Ihe old days when isometric flames 

ruled Ihe waves, D/Gefieratlon hides Its storming 
gamepley underneath some alright' graphics. An 

arcade adventure in lis purest lorm, Immensely 
Mjspenselul and Cheap as well, you should seriously 
think again If this Isnt in your disk ban. 



Dyna blaster 



Publisher 



Unison 



issue Reviewed March 1962 
Memory 51 2k 

Prke £25,99 

Although Ihe single-player mode may not inspire much 
praise (it's okay, we suppose), the two-player (or even 
FIVE player mode) will cost you month* once you 
begin 10 play it- The most cowardly gameplay tactics 
are called for (plant a bomb and letjgit) will have you 
cursing even your mum should you challenge her. 



Fire and Ice 



Publisher 



Renegade 



mrv UJ ." ^" , 



Issue Reviewed May 1992 

Memory S12K 

Price £25.99 

Another superb console-type platform game which 
shows that the Amiga can do II jusl as well as Ihose 

tiddly cartridge machines. Guide Cool Coyote around 
the many levels in an effort to defeat (he evil Wizard in 
his desert domain. With unique ggmeplay element* 
un il terrific payability you'll miss this one at your peril. 




Hoi 



Publisher 



Hol'ywtiru 



Issue Reviewed August 1992 
Memory 512K 

Price £25.99 

A super-cute platform jobby that constantly 
astounds, Hoi is a surprise star on th* Amiga. 
Help the 'ssur through rive bloody huge levels in 
one of the most smoothly playable games yet- 
With real game-play variation this lacks set to 
become a timeless wandet, 



Ishar 



Publisher 



Sflmarils 



Jaguar XJ220 



Publisher Core Design 

Issue Reviewed June 1 993 

Memory 1 Mb 

Price £25.99 

It seems like Ihe World and his wife is doing some 
sort of licensed car racing game these days, but 
Core's effort manages 10 pull away from the pack quite 
elegantly thanks to soma imprasslvely-rasl 3D and an 
excellent easy-to-use track designer (which in Our 
estimation is tar better than Lotus 3's REC5 anyday). 



85% 



■ 




Issue Reviewed £25.99 

Memory 612K 

Price £25-99 

We may disagree wilh Ihe Frenchics over trivial little 
things like Maastricht, but you ve got to admit they 
know how to write damn line Rf*Gs, Although the Hrst- 
person 30 syslem is ft Wl (ike every Other you ve seen 
(although prettier lhan most>, the excellent plots more 
than compensate lor any sense of deja vu. 

The Legend of Kyrandia 

Publisher Virgin Games 

Issue Reviewed November 1992 

Memory 1 Mb 

price £29,99 

A graphic adventure in the Monkey Island 2 model- As 
Brandon, your only chance ot resuscitating your 
turned-lo-stone Grandad Is by delealfng the mad 
Jester Malcolm (Ihe best villain lo have appeared In 

an Amiga flame yel>. Lots of truly gorgeous 
nwphics and an inspired player interlace. 
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RECOMMENDED 



Legends of Valour 



Publisher 

Isiue Reviewed 

Memory 

Price 



US Gold 
December 1 992 
1Mb 
£25.09 



92% 



86% 



LOV uses an amazinn qr.m-i: ■ migine io generate the 
most realistic 3D environment you ever seen! It gives 
yau total freedom Of movement in the fantasy 
gameworld and makes mis one of the most 
atmospheric RPGs yet! Destined to be hailed a classic 
|n yeifS to come, you d be foolish to miss il- 

Lure of the Temptress 




Publisher 


Virgin Games 


Issue Reviewed 


July 1992 


Memory 


1Mb 


Price 


£25.99 



90% 



90% 



An impressive debut by Revolution, an English based 
programming team. Lure improves over the standard 
graphical advenlure by way of ill real character 
interaction. Trie non -placing characters all go about 
their awn business. Chatting to to each older and 1IH 
like, making this the closest game to real life yel. 

Monkey Island 2 

us Gold 



DiUL* Ji 



MPPS 


gjjjj 1? 


<~# ;iiii i. uui (■■■■] 



Publisher 
Issue Reviewed 
Memory 

Price 



94% 



91% 



July 1982 

1Mb 

£37 .99 



What else is there left to say? The game to end all 
graphical adventures with genuine humour and 
gorgeous hand-painted graphics improves In every 
way over the original (a task in itself). The disk 
accessing is a trine too much but the overall package 
is one of the best you II ever see on the Amiga. 

Pinball Dreams 



Publisher 


2ist Century 


Issue Reviewed 


April 1992 


Memory 


612K 


Price 


£25.99 




Arguably the best of the Pinball duo. Dreams is a 
masterpiece in proRr;>mmincj. The ball movement is so 
real that you'll be soon wondering why anybody 
bothers lo play the real thing. Four tables may not 
sound like much but in a game with no 'end there Is 
endless amounts of game-lime to be found here, 







Putty 



Publisher 


System 3 


Issue Reviewed] 


October 1 902 


Memory 


1Mb 


Price 


£25,99 



87% 



A high-flyer In the charts - and deservedly so. Putty is 
one of the most original games, let alone platlarrn 

games, to have appeared in a long time, As a tiny little 
blue blob, the player has lo slip, stretch and absorb 
his ma i around umpteen gaudy levels, rescuing robots 
from an evil wizards minions. Try it - you'll like it! 

Sensible Soccer VI. 1 



Publisher 


Renegade 


Issue Reviewed 


June 1092 


Memory 


51 2K 


Price 


£29.99 



93% 



88% 
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Here at The One we dcml care what you OR your 

males say - Sensisoccer kicks sown belts out of Kick 

On 2. Instinctive control and out-and-out 
addicttveness matte it a joy to play, and the 
improved goalies in this revised version have 
produced a game that s near flawless! 







Lotus 3 




Publisher 



Gif-mlin 



Issue Reviewed October 1 982 
Memory 51 2K 

Price £25.91) 

The third Lotus Instalment mixes the best of the two 
previous offerings and ends up with a game which w* 
satisfy all, With laps or circuits, a variety of race 
conditions arid an unusual course designer, Gremiln 
have produced a real winner. You sti II can't wreck Ihe 

Lotuses, though! 

MacDonalds Land 

Publisher Virgin Games 

Issue Reviewed December 1 992 

Msmory 1 Mb 

Price: 625.99 

Yet another attempt to 'do' Mario on the Arnlgfi, this 
one Succeeds thanks to superb playflbdlty and some 
interesting twists on eld platlormlng themes. Of 

course it's barely got an Ounce o' originality but who 
cares when the game's this much fun? Want a great 
platform game? YOU got ft! 

No Second Prize 



Publisher 



Thai ion 



Issue Reviewed December 1992 

Me mory 1Mb 

Price £25,99 

N5P Is arguably the first bike game lo actually make 
you feel like you re astride a throbbing metal monster. 
Where it scores most over its predecessors Is the 
ease ol control the piaytr has over the bike - it's she* 
bliss! Virtually faultless, it ranks alongside Such Other 
racing classics. At. Lotus, FlGP and Indy 500. 

Project-X 

Publisher - Team 17 
Issue Reviewed May 1992 

Memory 1Mb 

Price £25,99 

Perhaps THE best shool-'em-up to appear on any 
home computer, PrOjeet-X is superb in every way. 
Arcade quality graphics, amazing speech samples, tit 
frames per second scrolling all add up to make it a 
Master's dream. It may be a Utile hard lor the wimps 
among us, but don't let that deter you 



Risky Woods 



Publisher 



Electronic Arts 



Issue Reviewed July 1992 
Memory 512K 

Price £25.99 

Hey, there fire these woods, right, and ■ theyre risky! 
(Thanks In the main to the leflions at the Undead tha 
roam its moonlighl-dappled pathways), Yup, we're In 
horizontal-scrolling slash- em-up territory here and nc 

a bad one at that, although the scrolling is a touch 
'Jittery in places, 



Shadoworlds 



Publisher 



Krlsalis 



%% ®~%^ 



Issue Reviewed November 1992 

Memory i Mb 

Price £25,99 

From the same boys who brought you Shadowland*. 
Shadoworlds re-employs the Pholoscape system to 
good eltect in this Aihens-insiJired BPG. The accent's 
more on action here than Ihe puzzle-orientated 
Shadowtand* and arguably suffers for it ■ shooting 
monsters In hall-darkness can get annoying at times 
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RECOMMENDED 




Space Crusade 



Publisher 


Gremlin 


Issue Reviewed 


April 1 992 


Memory 


51 SK 


Price 


£25 99 



89% 



Space Crusade is actually one board y;im<- ttiat 
deserved 1* be computerised. It removes all the fidrJJy 
mowing plastic figures about business thai made the 
cardboard version a chore lo play. The isometru 
combat seclions add lo die already lense atmosphere 
snd make this game a highly enjoyable experience. 




87% 
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Titus the Fox 



Publisher 



Tilus 
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» 
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Troddlers 




Publisher 


Sldrm 


Issue Reviewed 


October 1 992 


Memory 


5t2K 


Price 


■CS5.99 



85% 



91% 



A puzzle game which Is (Irmly lemmings influenced, 

Troddlers adds lo the DMA classic by introducing a 
number ol different level objective*. II anything it 
owes a little more to SofOma-n's Key than lemmings 
with us emphasis, on block manipulation as a means 
lo guiding the Troddlers to Ihe level exit. 



Vroom 



Publisher 


LankhOr 


issue Reviewed 


April 1982 


Memory 


S12K 


Price 


£19.99 



Sadly Overlooked in the hc-c-har over Fl GP, Vroom 
{which came out a Utile earlier (ban the MicroProse 
game) is an e*ci|irts polygon-based racer that makes 
up fer what it lacks in depth wilh a nitty turn of speed 
and huge fun factor. And a nice touch Is ycu can even 
see your hands turning the steering wheeil tor once. 





Issue Reviewed April 1992 
Memory S12K 

Price £25.99 

Another platform game with Sonic overtones that 

certainly hits the mark. Tltu* is, a huge and original 
game with some unique features (the Magic Carpet in 
particular)- Exlremely fast and lurlouS, although the 
size ol Ihe levels is offset by the occasional paucity of 
baddies actual y patrolling them. 

Ultima VI 

Publisher Origin 

Issue Reviewed June 1 993 

Mumory 1Mb 

Price E31.9B 

The latest (and possibly the last, on Amiga at least) in 
Ihe long line of quality RPGs, Ultima VI Is by far the 
best of the series., boaslin-fl attractive il diminutive 
graphics, incredibly involved plotlines and buckets of 

atmosphere. Not everybody s cup of tea bul an 

impressive farewell f ?) to say the least, 



87% 



Wing Commander 



Publisher 



Origin 




Issue Reviewed November 19A2 
Memory 1Mb 

Price £29.99 

It's the PC l«. Amiga conversion no-ane though! we'd 
ever see, bul here il is and it's not hall bad, Its got 
everything the PC version had and is thus lull as 
impressive. Although the 3D can be sluggish at times, 
the superb feeling ol actually taking part in a big space 
campaign pulls you through the occasional lulls. 



Wizkid 



Publisher 


Ocean 


1 ssiie Reviewed 


June 1992 


Memory 


512K 


Price 


£25.99 



92% 



87% 



Zool 



Publisher 



Gremlin 



Without a doubt the best game that Ocean has 
released In a long while, Wirkid also happens lo be 
its most origin ill (all thanks to (hose crazy funslers at 
Sensible Software). On the surface II looks like a 
simple Breakout-inspired arcade game, but (here is In 
lact a wacky arcade adventure lurking beneath, Funl 




Issue Reviewed Odober 1992 

Memory 1Mb 

Price £25,99 

Gremlin certainly cooked up a character to rival even 
Mario and Sonic In this tribute" to the sad consoles. 
Fast, furious and manic in every way, 2ooi is a 
Statement to industry that lh* Amiga can perform as 
well a* the plastic slabs - and bettsr! There s nothing 
like Zool to impress your males- 



COMPETITION 

It's time for the usual end-of-Recommendeds compo and there are ten copies of top-notch 
software already locked away in The Ones vaufts waiting to be given away to ten readers 
who can fathom the answers to the following little posers... 

(1) Name the three games which are new to this months Recommended section. 

(2) Now name the three games that have been kicked out to make space for them. 

Answers on a postcard or back of a sealed envelope to the following address: 
Recommended Compo 2, THE ONE, Priory Court, 30-32 Farringdon Lane, London EC1R 
3AU. And remember, it's the first ten we receive which'!! win a software prize! 
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You'll probably be feeling a bit flabby after the Christmas excesses, so 
what better way to start shaping up for Spring than by buying next 

month's issue of The One? There won't be any seven-day diets, hip-n'- 
thigh exercise plans or anything like that, but what there will be are 
some tip-top features and reviews that should exercise your mind, if 

not your body... 

COMMODORE SPEAKS! 

1993 is going to be a crucial year for the Amiga. Can the AGOO hold its 

own against the onslaught from the consoles? Will the A1200 fulfil its 

potential to be the home computer of the 90s? We talk to Kelly Sumner, 

managing director of Commodore UK, and ask him about his hope and 

fears for the coming year. 

LOOK OUT VALOUR! 

Ambermoon, the sequel to Thalion's top RPC Amberstar, is coming. It 

boasts 3D routines like you've never seen and threatens to blow 
Legends of Valour out of the water. In an EXCLUSIVE Work In Progress 

we take the wraps of this potential smash! 

ENTERING THE CYBERZONE! 

For the past year or so Empire has been working on an astounding 3D 

polygon-based RPG set in a virtual world created by a massive 

computer. Called Cyberspace, it's looking hot, hot, HOT! And guess 

who's got the hot EXCLU5IVE first-look...? 

REVIEWS! REVIEWS! REVIEWS! 

As always there will loads of absolutely red-hot reviews. However, 

since it seems that the games we quote here as definites for turning up 

don't, I won't bother to mention such games as The Chaos Engine 

(again), Gunship 2000 {again), Desert Strike (again) or Dragon's Lair 3 

(new boy!). 



THE ONE 
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Get it - 



February Issue on sale January 28th 
it's the best New Year's Resolution you could make! 
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Who Can 
From The 





Save Civilization 
Most Destructive 
On Earth? 



A few thousand* years 

ago, 'Atlantis sank to 

thfeocean floor, With it 

sank the secret' of the 

most destructive force 

oh earth. But the Nazis 

have rediscovered the 

lost Kingdom, and 

they'll soon have a 

bomb wbich can end 

World War 1) in fifteen 

mintite&. Unless 

Indiana Jones gets in 

their way... 

• Control two 

characters - Indv 

* - himself and his 

capable sidekick 

Sophia. 

• Whips, weapons, 

* fistfights, gambling 

.■ and puzzles: 

• Dazzling 3D 
isometric wojki - 

click from one camera 

' angle to the next 
•■ 
• Awesome animation, 
music and sound 
effects. 

» • 9 lavishly - detailed 

actian-packed 

locations. 

Available on: 

Amstrad, C64 Cassette 

& Disk, Spectrum 

Cassette, Atari ST, 

Amiga & PC and 

Compatibles. 



Lucas Arts 



Lucasfilm Games 





and the 

l=IWE mR TLRNTIS 



m&stMi 



Indi, 

LlariAJ. LUU»' 

EnbCfftWPHnl rump jni . InJ riU Imirv H\i Ihr R t/tt fll 

v*fl LuMhArijTnt*rtiip"*rii tnmfunT. 
LiKJt.nrici'luik.wiuiliinl.. I..S. UM Lunlt-1 UrnH^J 
hUiurd h j.. MuNuUJ .rw .ntMm. tfc "* V Tr! BI-iM itoi 
Atl ngdhrtMiYi* *U "I 1 *' s»fcinjik> «■ iik*>*l«H«l ji 



The ACTION game with much, much, more 
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